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1 04 THE BUTLER DID IT 

Gary Penn chats to CHRIS SUTLER about games, 
Elite, and the shape of things to come ... 

. 

. t 

HAUTE CUISINE 
16ARAC 

! ADDICTIVE GAMES net their first Slider with this 
unusual arcade adventure. 

1 8 GHOSTS N GOBLINS 

A Gold Medal for ELITE'S latest — and greatest — 
arcade conversion. 

30 KNIGHT GAMES 

Clink! Bang! Biff! Oohl Aargh! A Sizzling Mediaeval 
beat em up from ENGLISH SOFTWARE 

31 THE SECOND CITY 

Once again Paul Woakes invites you to escape 
from Targ — but this time it's meaner, and Sizzles, 

70 THE GRAPHIC ADVENTURE CREATOR 

INCENTIVE get a Gold Medal for their well -tasty 
utility, 

1 1 6 SPLIT PERSONALITIES 

Flock and Law may not have been too pleased with 
the original name of the game, but DO MARK are 
well chuffed with their first Siuler. 

122 HERCULES 

tt looks like nightmare, but plays like a dream. Fre- 
netic platform action from ALPHA/OMEGA, 

kJLvO* sr Aflftwcr 


The next issue of ZZAP! goes on sale from Sep- 
tember the 1 1 th. rt wlH also be on sale at the PCW 
show — be there, or be a headless, four skied 
geometric shape sitting In a flat sphere! 
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A preview of FOURTEEN yummy new games from 
US GOLD! 


41 THE MUSICIAN'S OTHER BALL 
Compunet muao GRAHAM MARSH (ska The 
Mighty Bogg) plays around with Commodore's 
MUSIC EXPANSION SYSTEM. 


52 SPEAKEASY 

Meanwhile, ANTHONY CLARKE converses freely 
with SUPERIOR SOFTWARE'S SPEECH. 


54 THE DAILY LLAMA 

Jeff Minter, sheep and pen In hand, concludes his 
IRIDIS ALPHALPHA diary. 

78 MASTERBLASTER Iff 

Yes, it's another one of them savoury DIY chal- 
lenge thlngies. 

95 AN ITCHY MOTHER 

Gary Penn takes an early look at UCHI MATA, a 
spicy new Jude simulation from Martech* 

97 ZZAPSTICKI 

Yet more waggling and groaning from the Spiky 
Ones. 
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ALL CHANGE! 


In last moritiYs ZZAP! i announced 
the retirement of Gary liddon from 
our reviewing team “ he's now 
happ ily ensconced in tire depths 
of North London helping get 
Thalamus, the new software 
house, underway. He's been partly 
replaced by 1 0 year-old newcomer 
Richard 'Dick' Eddy, a Cornwel- 
lian (or is it Cormshman?} who 
haiis from Helston, DickTs really an 
Amstrad man, but as a nifty joys- 
tick wielder and arcada player, he 
was pressganged by the gang and 
then seduced by the wonderful 
Commodore graphics — at least 
until AMTIX! needs him back. 

Avid 'masthead' watchers 
{that's the narrow bit on the left of 
the contents page) might have 
noticed two new names, one with 
a familiar ring to it — Jonathan 
Rignall, and you would be right, 
for Jonathan is none other than 
Z2AP! Ego King Julian Rignall s 
younger brother. But therms little In 
common between them except 
blood— Jonathan is bright, tech- 
nically clever, handsome, modest 
and (above all) intelligent! (it's okay 
though, the Scorelord is trying to 
got Julian to go to evening charm 
school classes). He works upstairs 
in 'Art 1 in the repro department, 
theories responsible for getting all 
the artwork onto final printer's film. 

The other new name is the rather 
exotic Massimo Valducci who 
comes from Shrewsbury (a small 
town near Rome). Mass is our sub- 
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Arac (S) 
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111 
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121 
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120 
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Droids 

33 
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26 
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108 

Galax! bird 3 

112 

Ghosts 'n' Goblins (GM) 

18 

Graphic Adventure Creator 

(GM) 

70 
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122 
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114 

Knight Games (S) 

30 
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118 
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24 
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114 
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109 
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32 1 
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116 

Trap 

23 

Video Poke* 

111 

Warhawk 

40 

Way of the Tiger 

27 

Wing Commander 

120 


for arranging all of the month's 
contents. I feel I can leave ZZAP! 
very safely in his capable hands — 
maybe now he'll even smile occa- 
sionally . . . 

For the last time then , . „ 

ROGER K EAN 

ADVERTISERS' INDEX 


editor— a technical term for some- 
one who corrects all Gary Penn's 
spelling mistakes . . . 

But there are bigger personnel 
changes afoot forZZAPf because 
this is my last issue as Editor of the 
magazine. CRASH readers called 
me 'traitor Kean" for swapping 
allegiance from the Spectrum to 
the Commodore, but ZZAP! read- 
ers need not have the same feel- 
ings for where I go next is not 
another machine. At Christmas 
Newsfield Publications launch 
their fourth title. It's simply called 
t M.andyes, you’re right— Lloyd 
Mangram has been persuaded to 
rent out his initialsl I'm editing L M 
and Lloyd will be doing his infam- 
ous bit on the letters pages . What’s 
tine new mag about, well you'll find 


out when you get your Christmas 
Special edition of ZZAP! because 
a free first issue of L M will be 
included for you to have a look at. 
What I can say is that it’s a new idea 
In youth magazines, aimed at 
people like you, with a lively 
Interest in all sorts of things. You'll 
be hearing more , . . 

So, as from issue IS, the new 
Editor of ZZAP! wi 11 be Gary Penn, 
In eighteen months, Gary has gone 
from a tyro who signed his name 
with an X to one of the most profes- 
sional writers in computer jour- 
nalism — quite a remarkable 
achievement! Apart from murder- 
ing the odd pet person, his record 
with ZZAP! has been exemplary, 
and certainly for the past six 
issues, he has been responsible 
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ceremony. Stilt, by lha bit's VW r ^ppe re o^enwbe re’witl bowait- 

&!!*®wr ^^SSg^jUXct. is f *- mw * 


down und^r 


AN AUSTRALIAN PREJUDICE 


* Dear Lloyd, 

1 would like to point out prejudice 
against computer gamers. Ever 
3f since the introduction of Space 
Invaders and Pacmgn, moral 
crusaders have been going 
around saying how it destroys 
our brains, we are becoming 
video junkies etc. 

- I am always being hassled by 
parents, teachers, relatives etc 
about how E should be studying 

- or doing other healthy things. If I 
ran around picking flowers, 
b u i Iding model aircraft or read - 

^ ing books people wouldn't say 


anything. But there’s this idea 
that if you play computer games 
you are an idiot lt F s just the same 
as any other hobby that you 
enjoy and gat involved in J v 
for a karate m 
instancy, and 
abl 
in 


you, the same as any other 
Trying to gel a high score on 
Uridlum a no finish reading Lord 



a b£ 

a tie wa^i is, 

rman, 62 Coon aras 
. Pa scoa Vale South, Mel- 
bourne, Victoria, Australia 3044 

You tell 'em Josh. The problem 
is one of misconception. The 


parent ahteocher theory goes * 

thus: computers are incredibly 
difficult things to understand; 
therefore they f re very serious; 4 
therefore they shouldn 1 be mis- 
used; games are incredibly 
unserious; therefore computers * 
shoufdn 't be used for the pur - 
pose of playing games — quad 
erat demonstrandum. . 

I know it'll take time, being all * 
the way round the world an ‘ all, 
hut let Auntie Aggie know your 
choice r and that 's £20 worth of * 
software on its way. 

LM 


SHOCKED fc 

horrieied 


some of your readers are 
and impressionable, this will only 


Dear ZZAR! 

In issue 1 5 1 was shocked that 
words like 'crap' and 'sod' were 
used in the reviews of World Cup 
Carnival and Raging Beast. 

Please try to remember that 

young 
vHl only 

encourage them to swear. It also 
shows a distinct lack of intelli- 
gence on Mr Penn's and Mr Ud- 
don’s behalf if they cannot use 
correct words In the Eng-1 ish Lan- 
guage rather than those crude 
additions, to describe bad 
software. Lastly I was annoyed 
at how Julian Rignall described 
Mrs Thatcher as dull and bland 
white reviewing Moon Shuttle , In 
future please leave the political 

8 ZZAPf 64 September 1 986 


satire to Punch magazine not 
Z2AP! 

The only member of the 2ZAP 
team who isn’t mentally retarded 
is The Whito Wizard he's just 
senile. 

You, Lloyd Mangram, are so 
narrow minded that you cannot 
see past your own inflated ego. J 
recommend that you stick a pin 
up your ar , . . (writer's word 
removed for fear of offending 
impressionable readers) and let 
some of the hot air out. tew l r ve 
got that chip off my shoulder, I 
Can go to sleep safe in the know- 
ledge that you, Lloyd, will come 
up with a suitably pompous 
reply. 

Name and address not 
supplied 


A REPLY is tor 
WORTH iM't ^ i 


A 









AFTER ONE SUCK 

Dear ZZAP! 

Lately I have been in a tremend- 
ous quantify (PGLWD) with 
regards to raspberry and most 
other flavours of lollipops. The 
paper is always sticking to the 
lolly so I have to carefully peel it 
off with my fingers, which makes 
them all viscid. Five minutes 
later, most of it is off and 1 watch 
in horror as the top half falls on 
the floor and begins to melt . 

Then after one suck of the 
remaining lolly/paper mixture all 
Of the f I avour is gone an d i r m left 
with a l ump of ice on a stick. 

Thus I was thrilled to read in 
ZZAP! Ed t hat you were having a 
fluffy lollipop feature on page 
202. After hastily turning to the 
back l found that there was at 
least eighty pages missing. I 
searched the house but could 
not find atnace of the lost pages . 

After some hard thinking I 
deduced that you had in fact lied , 
and there was no lollipop spe- 
cial. I was extremely u pset and 
annoyed at your prevarication 
(PGLWD again}. 1 demand that 
you now have a proper fluffy lol- 
lipop special, perhaps a pull-out 
supplement or a colour poster 
dealing with the ins and outs of 
lollipop sucking. Gould you 
please do this as soon as possi- 
ble as the only lollies ! can suc- 
cessfully eat are lime flavoured 
and 1 cant stand lime. 

Philip Gargin, Romford, Essex 

Philip, dear person, have you 
never hoard of toe quick blow 
method of lotfpop paper 
removal (Or LP^l ? This involves 
carefully holding the tip of the 
lolly in one hand and placing It on 
the lips in reverse position so the 
s tick is just inside the mouth and 
the extending paps-- wrapper is 
in full labial contact (or FLC } . 
Wow a gentle exhalation of your 
body heated air should gently 
melt the epidermis of the lolly, 
freeing the paper from frozen 
surface tension. Quickly return- 
ing the lolly to norma fonsuming 

mode, you de ftly remove the 
wrapping sheath with an upward 
pull before the ice has time to 
reform r 

Sorry about the missing 80 
pages — your brother must be 
just plum unlucky. 

LM 
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CARNIVAL 

CHOKER 

US Gold's World Cup Carnival 
caused some upsets with the 
retailers, but many readers fee/ 
upset themselves, that they 
bought a game some already 
owned in its previous incarna- 
tion , and one that is badly out of 
date. Ft a (her than bore you with 
tons of acrimony , here are snip- 
pets from just three typical Set- 
ters. .. 


Dear ZZAP! 64 

Steer well clear. In my years with 
a G64 (Approx one and a half), I 
have never ever encountered 
such an abysmal piece of over 
hyped trash as this. The biggest 
mistake of my life was when 1 
parted with my money and took 
the game home, enthusiastically 
l might add to play. When L 
loaded it up , . . what's this!! 
Blacky men. tacky pitchy layout, 
and the crowd! PATHCTIC. 
Gameplay Is non-existent, music 
simple, mentally simple, and it alt 
added up to an incredibly bad 
piece of software. 

R Barnes, Winslow, Bucks 

Dear ZZAP! 

The graphics are blocky, poor 
control of the player, sound is a 
farce and believe it or not the 
other twenty players stand still 
while the player with the ball and 


I 

I 


the one chasing him run around ■ 
the field like idiots, B 

As my father is unemployed ® 

and I'm still I n school I ears on ly ■ 
afford to buy one game a month \§ 
at £9.95 and l try to be selecti ve 
and wait io read reviews before ft 
buying. Unfortunately 1 must ft 

have had a touch of World Cup 
Fever when I walked in to WH ft 
Smith and saw row. upon row of I 
these ' carnival ' style boxes on _ 
display and parted with my I 

money. If slick marketing is any- ft 
t hing to go by, the real winners of 
the 1 986 World Cup (at least 
financially) will be US Gold. 

Robert Williams, TonyrefaiJ, 
Mid-Glamorgan 

Dear Lloyd ■ 

Many people are led astray by I 
adverts, and if if s not possible 
for them to try a game before 
buying and if they do no! buy a 
magazine such as ZZAP! they 
re iy on the ad vert s for an I m pres- I 
sion of the game. Perhaps the V 
best recent examp le is US _ 

G old's game World Cup Carni- I 
vat Many people bought the ft 

game purely because of the « 

advert i Sing; flash packaging and I 
well-plan n ed release date .Lei’s ® 
face it. no-one would buy the m 
game for it s gameplay elements . I 
V et on Oracl e's 1 Database 1 , the m 
game was the number one best ■ 
seller for two weeks, and is still ft 
ri ding high in the Gallup charts. 

Gary Wright, Ipswich, Suffolk 



I 


Dear ZZAP! 

I have a confession to make to 
you, 1 recently bought the June 
issue of Commodore User a nd 
forced myself to look through ft. 
But shock horror as I reached 
page 14 1 noticed a review of V 
and the sound was given 6 out of 
10 for a boring humming noise 
throughout the game. 

I am still trying to figure out 
who the 3 year-olds are who 
review the games for them. I 
have also stumbled on a useful 
poke for drawing on the screen, 
just type: Poke 780,00 and use 
the cu r$or keys to draw. Also use 
C i RL and the CBM key with 
keys 1 -8 to change colour. 

Alan Weir, Wood Lane, Liver- 
pool 

One of them is your ex -editor 
Chris Anderson (or at teas t he 
was fast time I looked , I don't 
keep myseit up-to-date with 
these things you know}. M inter 
thought we were ait i 2 year-olds 
— Obviously the age of games 
reviewers is getting younger 
every year! 

LM 
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y SLOPE 


Dear Lloyd, 

ZZAP! 64 has gone steadily 
down hill since issue 1 . 1 only buy 
it now for the Tips and pokes! 
And the'briir reviews! Anothe 
smart competitions! And the 
Gompunet pages! And the news 
pages! And the ZZAP! Chal- 
lenge! And the scorelord! And 
'exceptionally good value for 
money' ZZAP offers! And the 
shadow! And ZZAP Rrapt And 
Rockford and Thlngy’s dainty lit- 


tle bottoms! So people who keep 
complaining ft you don't like it 
don't buy it!, but for heavens 
sake don't keep; cluttering up 
our lovely ZZAP Rrap with your 
very bo-o-oring fetters! IJ 
James T Bennett, Eltham, Lon- 
don 

PS I can get T, 909,000 cr on 
Mercenary, it took me two and a 
quieter hours and ( sold every- 


thing lo the mechancids. picked 
them back up with the kitchen 
sink and sold them to the 
palyars, So therein 

Gosh! What an incredibly astute 
trader you are Sony the mag s 
going downhill every month, we 
do our pitifui best you know . . . 

LM 


SUITABLY 0NIDE 

Dear Sarcastic, 

Yes, you’re right, ! am talking to 
you, Mangramf You ate one sar- 
castic to put it lightly. Well, 

there goes my chances of get- 
ting this fetter printed. Anyway, ft 
isn't even typed and you proba- 
bly can t even read my writing. 
However, if you can. read on. 

Every letter you print you 
always have some snide remark 
or sarcastic answer to give to it If 
it even slightly pokes a bit of criti- 
clsm a! your magazine. Oh, by 
! he way 1 have almost every issue 


of ZZAP! and consider it to be 
excellently excellent Two of 

K our favourite words, I believe, 
low that the grovelling is over 
there are a few points I would like 
to bring to your attention. 

Firstly , why do you have to 
write ’ZZAP! MAGAZINE' on the 
envelope when writing to the tips 
section? You don't have to do it 
for ZZAP! RAPP or THE 
SHADOW. 

Also, 1 have never seen a lett er 
complaining about certain 
cheats not working, eg Golden 
Talisman, Spy Hunter, Imhotep, 
Staff of Kamath (reset one) 
Wizard's Lair, Monty Mole, Boul- 


der Dash and certain pokes for 
Elite and Kung Fu Mas ter. If any- 
one else writes in with d ifficulties 
wfth these cheats then I thinkit's 
your responsibility to print an 
apology or something. Besides 
you should check the cheats a 
few times on different 64 ’s 
before printing them. Well that’s 
about it. Thanks if you've read 
this far! 

Demnot Negrsrty, Co Deny, N 
Ireland 

ZZAP! Tips ? The answer is surely 
self-evident, tots of people just 
write 1 Playing Tips " or something 
and then the rest of the address, 


so when ten sacks of mail arrive, 
the sorters have no idea what 
pigeon hole to put the fetter in — 
it could easily be for CRASH or 
AMTfXt t don’t print letters com- 
plaining about pokes not work- 
ing for the simple reason I hardly 
ever see any — they usually get 
passed on to Gary for checking, 
and Em told most of the pokes 
you've mentioned do work, and 
they are usually tried out on sev- 
ers/ different 64s in the building. 
However, you can t expect us to 
have banks of the things lying 
around „ now can you? And ME, 
SARCASTIC! How can you! 

L 
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ZZAP! 64 SUBSCRIPTION 

Goh gosh, yes! I wanna subscribe to ZZAP! 64 for 
one whole year, 'cos I'm smart, see. 

Name 

Address^ 


Postcode 

I enclose a cheque/postal order for £15 * 
made payable to NEWSFIELD LTD. 

ZZAP! SUBSCRIPTIONS, 1-2 King Street, Lud- 
low, Shropshire SV8 1AG 

* UK ONLY. Overseas orders: £22 for SURFACE WAIL, or £35 
for AFR MAIL 









The Magazine of Fantastic Media 

the September issue has features on (he latest blockbuster fantasy films 
\Htghfander, Aliens, Enemy Mine plus returning ET, TVs Doctor Who and 
•lots of competitions with videos of Thunderbirds, Captain Scarlet , The 
■Stuff, and a film-set visit alt to be won! 

We are on the pulse otthe fantastic, are you 


JWt» 






STARBURS1 is available el your local newsagent or delivered to your 
door on Subscription (f 15.00 for 12 issues) Cheques/PO payable to 

Visual Imagination, Subscription Dept (NF) 

3B Melrose Avenue, Wimbledon Park, London SW19 00V 
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| Dear ZZAP! 

I I read your review of Tau Cefrand 
was eventually convinced it was 
well worth forking out ten quid 
for. Sul much to my delight, lo 

■ and behold, a chance to get a 
copy FREE! All I have to do is find 
sixteen words in a box of letters 

I — easy! 

Not the case. As It turned out 
one word. GALCQRP was not 

■ there. This is July/ August, not 
Apnl 1st — arid yes I was taken in 
by that stupid preview of a game 


called Brainsq nidge or what- 
ever. 

Well, unless this muff-up is 
exclusive to my magazine only, 
you 1 re probably going to be I um- 
bered with fifty copies of Tau 
Cefj, Anyone else have a 
wordsearch without GALCORP 
in it? 

And that's another thing, 
twinge, moan, grumble. Every- 
thing is not 'woopydoo' with the 
page numbering, nit-pick, nit- 
pick - f'm hyper-critical. On page 
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■ James Fared rather, from Haifsham, E Sussex, has some odd 
ideas about ZZAP1PERS IN PRIVATE. Gaz and Paz weren't all I 


too sure a bout their rendition . , . ? 


MINDSMEARED, 

BRAINSTORMED 
AND^ + 

GALCORPED 


3, under ZZAP! Prize competi- 
tions, the CRL Tau Cef/comp 
and the Bug-Byte compact disc 
player comp were on each 
other's pages if you see what I 
mean (p67 and pi 00 swapped 
round). I kept having to search 
through for the TauGoti com p 
until 1 discovered the mistake. 

Yes. well i think that’s enough 
moaning for now, and onto a nice 
subject, the word CRAP I Ve 
seen it several times in the last 
two issues — several times in 
ZZOP! 64, but that's excusable 
since it was probably the turgid 
trio's day out from the asylum, 
and in A V BAD REVI EW Pau I cal- 
led your V review crap and good 
old Riggers as well. I quote, 'A 
really crappy poker game'. This 
was in reference to that failure, 
Sam Fox Strip Poker, 

For once I'm not complaining. 
Jim Davies, Edgbaston, Bir- 
mingham 

Oka/, you're right * There was no 
GALCQRP to be found. Stupid 
comps mihioni But fear not, the 
sorters have beer r told to ignore 
it and treat ait the entries {huge 
amount too) as usual* 

The official explanation tor the 
comps page swup is — ' Oh 
dear'. Thanks ‘art’. 

lm hi mm 


UP THE 
PALACE 


Dear ZZA P! 

i am writing this letter in favour of 
Palace Software. Recently I 
purchased CauWran fHrom 
Edgeware Road while shopping 
on a Saturday. When I got home 
\ rushed upstairs and loaded the 
game, but It would not load. So I 
cleaned up my head and 
adjusted it, but still the game 
would not toad. I couldn't go 
back all the way to Edgeware 
Road because it was already 5 
o’clock and I couldn’t wait till 
next week, so I wrote a letter to _ 
Palace about the game arid sent ® 
them both back. On Friday I • 
received a nice fetter with a new ^ 
copy of the game, which loaded 9 
perfectly, So there you go, I hope • 
you will print this letter, it shows * 
(hat software companies do 
care, well at least this one does. * 
H D hi mar, Narlesden, London • 
NW10 

Nice to see someone ‘s nice / / 'm # 
sure nice Mr Pete Stone of m 
Palace wilt be delighted. 9 

LM ft ft ft 
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SPLIT 


PS This tetter was written on a 
PCW 8512, a machine which I 
noticed lurking in the 
background of some of your 
photographs {I think}. 

In the man competitions occur 
before a gome is out or reviewed, 
so it 's easy enough for the 
Comps Minion ( bless his broom 
cupboard) to witffe on happiiy in 
the knowledge that he isn't hyp- 
ing because he hasn 't seen the 
game, tn fact those who write 
reviews and those who deal with 
comps are realty quite separate „ 
no the suggested connivance 
isn't there , just {occasionally) 
coincidence. Of course it‘s 
nicest of alt when a comp can be 
written for a game that everyone 
does admire 

Yes, you re right r Paul, those 
things ‘lurking in the 
background ’ are PCW 8512s — 
everyone has one f except me of 
course) for writing, j 1 stick to my 
old Hermes typewriter, i find 
more satisfaction from the 
finger-plunging keystroke of an 
old. well-oiled machine than i do 
from the soggy tappy- tap toy 
keyboards of these new-fangled 


• PERSONALITIES 


SurtCt rtfi 
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# DearUoyd, 

I have recently read in the Rrap 
section of your magazine of July 
86 , a letter from a reader co n - 
earning unfair practice in the 
reviewing of games which are to 
be offered as prizes, I agree that 
there is a problem here but it also 
works both ways. 

The writer believes that if you 
are offering a game in a compet- 
ition, you give rt a good review. 
This may be true in some cases,, 
but also I have noticed a large rift 
between your stated opinions of 
a game in the review and in the 
synopsis of the game as a prize 
i in acorn petition, if the storemen- 

F honed game has received a poor 
review. This is pure hype, some- 
thing which you say you are 
opposed to, 

i I understand, that as such a 
popular magazine, you must 
1 receive a very iarge volume of 

I correspondence, but i hope you 
read and heed this letter, (and 
maybe even publish it, so other 
readers can express thei r opi n - 
ions on this matter), 

Paul Brown, Bottesford, Scun- 
thorpe, S Humberside 


Ml. K cum* 


whi-ch is clearly written on the 
disk, which our hacker ' friend' 
Chris must own. 

3 After reading your Budget 
section, it seems that some 
cheap games are prejudiced, 
due to their quality, without tak 
Ing in the price of the game. The 
solution to this is a new marks 
category called, maybe, VALUE, 
This can be worked out by divid- 
ing the overall percentage, by 
the cost (to the nearest pound). 
For example; to compare a £1 0 
game, which had a rating of 

75 % , with a £3 game, wh ich had 
a rating of 54%. The value of 
game one would be 75-r 1 0=7,5, 
while game two is 54 + 3 = 1 8. 
From that it can be seen that 
although game one had an over- 
all better mark, the low price of 
game two compensated the 
average mark of 54%. This can 
clearly show that game two is 
better from a buying point of 
view. If this new category could 
not be fitted into a review, there 
could be a monthly guide to the 
best buy'. 

4 As International Soccer is 
still the best soccer game 
around , why not have an In tema- 
tionai Soccer T ou rnament , 
which l l rn sure the Scorelord 
could arrange. To avoid a mass 
entry, a minimum level of skill 
must have been reached by each 
entrant (maybe level 9 against 
the computer), 

ZZAPT is still the best 


magazine around for the Com- 
modore, and I’m sure my first 
two complaints are just two bad 
eggs in an otherwise perfect 
publication. 

Duncan Hale, East Barnet. 
Herts 

PS Out of the 60 sizzlers you 
i iave awarded to arcade games, 
33 have been by British firms, 
while out of 1 7 gold medals, 10 
have gone to software houses in 
this country, which proves that 
through all the gloom and doom, 
the computer industry in this 
country is still strong. 

I doubt whether Americana 's 

S me and the shuttle disaster 
d that much to do with each 
other since both were probably 
in progress simultaneously , The 
Chemobyi ’joke ’ was hardly at 
toe expense of those who suf- 
fered, more .h the Russian f s for 
their general altitude both before 
and after the disaster, and more 
reflects people s attitudes to 
nuclear reactors in general. As to 
the Eyeball and Tiger pictures, / 
published a letter from 
Audiogenic last month {16} on 
the matter. A VALUE rating 
sounds like a good idea , 
although you would be surprised 
at the extra work it would entail 
on every review / Over toGPon 
that one , and o ver to JR 
(Scorelord s minion) on toe inter- 
national Soccer tournament I 
LM 


: Ossie from Mildenhall, Bury St Edmunds, Suffolk, has been 
O wonyi ng a bout what I look like, and cameup with this interest- C J 
ing theory . , , ~ 


SOME POINTS 


□ear Lloyd, 

l have read 2ZAPJ from the start 
and would like to raise some 
points as well as suggest some. 

Firstly, the criticism; 1 0n page 
108 of issue 15, Julian Rignali 
seemed to think that the com- 
pany. Americana, had released 
Moon Shuffle because of the 
NASA shuttle disaster, and prob- 
ably thought that they were try- 
ing to gain from someone else's 
loss. To quote: 4 Har har har I 
think US Gold are a realty jolly 
bunch of Japers indeed I Moon 
Shuttle-boom! Har har har.' 

Whether his argu m t nt is valid 
(which I doubt very much) or not, 
this is not the point. The point is, 
that on page 1 1 2 of the same 
issue, somebody has written a 
far more 'sick joke' than releas- 
ing a game called Moon Shuffle. 


"Apart from glowing fluorescent 
Chemobyi green in the dark, 1 ! 
don’t think a radiation leek js 
really very funny, especially 
when people die; more people 
than died in the shuttle disaster, 

I don't know if Julian Rignali did 
write the review or not, but if he 
didn't, I think he should start 
criticising his own colleagues 
before moaning at innocent 
American software, companies. 

2 1 am sure I am not the only 
person to recognise two of the 
pictures in the Art Gallery , in your 
last issue. The two pictures, 
•Eyeball and Tiger, have both 
been copied from the collection 
of pictures supplied with the 
Koala Pad Touch Tablet The two 
pictures Eyefull and Toiger (as 
they are respectively known as) 
are both protected by copyright. 





V 



informative and impartial review. 
With the weird and wonderful 
antics of the two Garies, it is 
pJe^si n g to find a moderately - 
sane person lurking in the depths 
of ZZAP! Towers More impor- 
tantly, whatever happened to Mr 
MastersorVs strategy reviews. 
May have sadly been declined 
from the past two issues?! 

As a final note since Mr Liddon 



has left ZZAPL may I suggest a 
replacement — the most beauti- 
ful adorable gorgeous woman In 
the world, Claire Hirsch, if such 
an event is not In the making 
could we at least have an inter- 
view, similar to those with Tony 
Crowther, Andrew Braybrook 
etc. Failing lhat any further pic- 
t ares of the fair maiden wou Id be 
gratefully received by the major- 
ity of your readers, including 
myself of course 
Matthew Spencer, Barnsley. S 
Yorkshire 


TEAM 


shine through in a review, mak- 
ing him a trustworthy character 
whose comments are seldom 
wrong. 

As for Gary Uddon; OK SO he's 
an insane tea-boy who enjoys 
spilling his uuts out onto games 
he doesn't like — this doesn't 
stop him creating informative 
and often funny articles on 
potentially boring subjects. This 
side of his nature is also encoun- 
tered m Mr UddorTs reviews. {I 
must admit I am sad to see you 
go, Mr Uddon l shall miss your 
humanist activities among the 
pages of ZZAPIj, 

And last but not least is the 
enigmatic Sean Masterson only 
he, together with Mr Sumner, 
can be considered as down-to- 
earth, both capabie of giving an 


about when ft comes to compu- 
ter' games — if Mr Rignelf likes a 
game he ir say It, indifferent to 
what anyone else thinks, Hrs 
opinions are invariably correct, 
Paul Sumner is another who 
does not mince his words; his 
intellect and level-headedness 


This sort of Setter onfy serves to 
make them effervesce more viv- 
idly, a bit like freshly opened 
lemonade when it reaches the 
top of the glass unexpectedly 
and then goes everywhere. You 
shouidn ? do it, and I suspect you 
are a pseudonym for their collec- 
tive mothers, Besides which , I'm 
miffed . You left me out and I'm 
the only sane one around this 
place. This is no way to earn 
yourself Letter o f the Month 
status you know. 

LM 
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Reputations take time to build, 
we have been repairing ZX Bis. 
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g-gii, amd a helpful am-tyrs?' 4 UC mu 
Pi roe HONE 5 TV - We but you watch 
■np your computer being repa i «« t: i i f 
tTi ere is not In nq wrong wit h it. we wii; 
I tel; you' 1 ! 

[Hi f GR REPUTATION £ hrELPl ULNE55 
ifldr I have rcurne acrct^ a fir m that wi 1 1- 
mor*. 1 than Willing to adviM yOu #•. to 
Mlm' to remedy your problems They 
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repa rmg faulty computers, are also 
quite willing tc- discuss your prnbiem^ 
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and more jmpgrt,a r iiy COHRELT 


fr m mancompltd 

d>ejrt. Z 7 ) 

Printwtak$Ur» Lewfishuim*. 
Mancheitet W ■ Q 3 jp 

p bone 061 2 ZA iSBfl 
OR06T-Z24 98B6 

WEN MON SAT (Jam to 7pm 

EXTRA SPECIAL DISCOUNTS R )R 
EDUCtNST.H M FORCES 
CHARGES. HOSPITALS. ETC 

Hardware and software des: dr 
pigtiems? Contact U5 tor the 
complete service, from design 
through to iT.ar ufacfijre 

What we do today , . . 
others do tomorrow] 


J He^r <*tr • !•. l r,r. *s«" ,n ' ” ,r ' on 

I wel t jovt -lypi'em in a* y 

I r'ouf p'ia' 1 , tr : .p'f.ir,tf n-.ft gonvifs 

j prt rvi«v %'tonel ovi yco< tjftk J' 

“ cl f.,jp u UfcWSi hea ftvnd 

1 i-jiteY.hJpw ■ 1 1 v«wiv+ le*t- _ 

1 o Tgv- IT^CSTV' tCj put’ psik.es ! iWiTn 

jOkiv^dli TW&y 

wwwfeiff Wgat 

K -^ 7 ; r -wi i>lC* C F^Ci " " u ’ h,d 

I vWe S nw:i fJCI V + lo.fc OtirtS-, t. ^ ■J'Af 


9 VE OLDE ZZAPC4!' from Andrew Warner 
1 VtJft ViU -30 GCTT^f WQipr 


ZZAP ! 64 September 1 986 1 3 


, Bp mm 











Dear 22 API 

Bnlliant, superb and very funny 
W I’m talking about World Cup 
Carnival, but wart before you 
start screaming crap I’m talking 
about the review and not f he 
game. 

Anyway Jess of this idle banter 
— please could you give me 
some technical advice. One 
night my friend was approached 
by a rather shifty character i n the 
local public house, He claimed 
that with a few simple modifies - 
tions he could turn his Speccy 48 
into a Commie 94, At first my 
friend told him to go forth but 
after a few halves of the amber 
nectar my friend changed his 
mind after the chap said he 
worked on main frames every 
day. That weekend the lad came 
round to carry out the modifica- 
tion armed only with a soldering 
iron and a tew pieces of wire. Ji 
took h i m only hal f a n hour to do 
the up-grade but when my friend 
brought in the tea instead of 


seeing the 64 title page the 
screen was blank. The lad told 
my friend that the speccy had 
passed away or using h is words, 
J The rom has been erased 1 / 

My friend still brandishing his 
now redundant Quickshot || 
joystick started weeping openly, 
i he lad made a quick ex it tel ling 
us that buying a new computer 
would be the best bet 
Do you think that the wot k car^ 
ried out of his computer will 
affect the warranty? 

Gullible Steven Rayner, Abbey 
Hey, Manchester 

Nsh! Commodore are nice 
people — but wait, is it Sinclair 
we're talking about (or even 
Amstrad now}? Your friend's 
computer has undergone a sex- 
change operation. Legally 
speaking is H Spectrum ora 
C ommodore now? Better pat a 
doctor's certificate first as proof 
of identity &t erasure time, 

LM 
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Dear Lloyd, 

^ou asked for some serious fet- 
ter so here is one. I've always 
thought (and known) that Penn is 
a pish artist but the snide com- 
ments displayed by his dog-like 
digits in the Goff Construction 
Set review (issue 15) left no 
doubt. Alnght, the computer 
game was dross but such com- 
ments as laborious and unexcit- 
ing to play : just like the real 
thing? 1 and ' I ctoubt that there 
are many hardened goffers with 
computers about / are critical of 
the noble game itself and nicely 
represent bis ignorance and 
single-mindedness. Firstly, golf 
is one of the [and probably THE) 


HATS. HATS! 

So I think that an apology is in 
the highest order. 

Yours sincerely, A Beret 
Wearer 


What the £%?! do you think that 
you are playing at!? Green Hat 
indeed! Thi s is an absolute insult 
to aN the elite forces the world 
over. 

Do you know what it takes to 
earn a BERET of this stature 
whether it be Paratrooper, 
Marine, 3 AS, or American equi- 
valent — Delta Force, Green 
Beret etc? 

This is why all other soldiers 
who don't have to earn their 
berets are called crap HATS 


r/ “® 1 c 


l think Julian was responsible for 
that one (he said , crawling out 
from under a Rambo look-alike 
with a bayonet held to his throat), 
Honest, we ll ne ver use the word 
H- - again, or Hi eat my hat — 
oops ! 

LM 


hardest sport in the world — I 
have no doubt mat Penn has a 
fraction of the mental and physi- 
cal skill required — and as such 
nobody who has not played the 
game has a right to criticise it, 
Secondly, as you might have 
guessed, I am a golfer [a har- 
dened one at that) as are ten of 
my friends; all of us have com- 
puters and none of us is rich and 
we are al 1 16 or under. Therefore, 
Gary 'object' Penn, consider 
you me If well and truly shot down 
in flames. 

Adrian Lowery, Cborfey, Lancs 


Wei! / agree with you, Adrian, on 
one point, golf is a very fine 
game, i 'mnotso sure I agree that 
because he hasn t played the 
game, Gary hasn't the right to 
criticise it. Lots of people have 
never painted but feel they have 
every right to criticise paintings 
in galleries. Surely it would be 
fairer to say f.haf no one has the 
right to criticise goffwho has 
neither played it nor ever se&n it 
being played? 
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Anymore realistic 
ami you'd need insurance 

to ride it. 


There are two guys in front. One coming 
up from behind. And another just off 
your elbow. The screams of the bikes are 
deafening. 

The wind is pulling your face off your 
head. Your adrenaline is pumping like 
Hoover Dam. 

You kick your bike to the right, He’s 


bumped. He’s flying. You push on. 

Me your eyes off the road for a 
millisecond, and you could end up a part 
of the road. 

It s all a blur. No time to think. You’ve 
just gotta pump it. The next turn’s the 
steep one. Bank, bank! The curve's wide 
open, but the screeching wheels of the 


bike in front ate kicking gravel right in 
your... your. „ 

Y>u hear a phone, A phone? Hey, wait a 
minute. This isn’t a bike. It's a chair. It all 
comes back now. You're home. The 
pizza's hero. The computer’s on. Looks 
like it's going to be another quiet night 
after all 








Manufactured in the UK under license {torn Ewi hy 
Uij. Gnld Limited;, 

Unit 2/3, Hdfard Wav Holfaid, Birmingham, Bfi TAX. 
Ttiephane; 021-356 33S8 

r.|K£ it 1 i wM iii J 
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Commodore 64 Disk 414.95 
Cassette 49,95 


Spectrum 48K 


Cassette 


47.95 


Amstrad Disk 414.95 

Cassette 49,95 


On Super Cycle 1 ." If it were any 
more realistic, you’d need insurance to 
ride it, 





ARAC 

Addictive Games, £9.95 
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A fter remaining dormant for 
over a year now, Addictive 
ate back with an arcade 
adventure featuring their new 
hero, Arac ■ — short tor Arachnid. 

Arac is really a droid He can 
glide left and right, and climb vines 
and other assorted shrubbery by a 
kind of springing action. Protrud- 
ing from the top of his head is a 
spout from which he ejaculates his 
nets. Now you might be wonderi ng 
what he is doing throwing nets 
about — well, it's quite simple 
really , . . 

Tb transform Arac into a spidery 
type creature — which is what he 
really wants — you must guide him 
around a maze capturing all sorts 
of helpful creatures, A net is 
launched by pressing the fire but- 
ton f and ft continues flying until the 
fire button is released. Pushing up 
on the joystick Increases the 
trajectory of the shot 
there are five different crea- 
tures, and each has its own 
characteristics. The mw^evolent 
man 0'vwAfiis a sod of jellyfish which 
absorbs a great deal of energy and 
must be stunned before it can 'je 
netted. The bis borer lurks in ihe 
undergrowth and takes the occa- 
sional nip at any passing vine 
climber. When harnessed it can 
prove extremely useful as it can 
gnaw through various walls, mak- 


Origfnal and refreshing games 
on f he Commodore seem few 
and far between these days. 
Arac t$ one of those rarities, ft$ a 
very unusual, and graphically 
excellent arcade adventure 
where you have to explore a one 
hundred location complex and 
shut down the reactor. Doing so 
is a difficult task and it requires 
quite a bit of thought and arcade 
skill to do so. Ait the locations am 
extremely well drawn with great 
use of colour giving a very' pleas 
am overall effect. The main sprite 
is brilliant especially when it 
goes into arachnid mode, and 
he animals inhabiting the com- 
plex are all big and nicety ani- 
mated too. Sound is lacking, but 
you cant have everything . If 
you're Into arcade adventures 
fften give this ago — it's wait 
worth the money. 





ing Arac's exploration that much 
easier. Unfortunately rt escapes 
after use, so another has to be cap- 
tured if Arac wishes to bore again. 

rays flounder around , and are 
helpful when caught as they can 
blind radars, rock hoppers are very 
nervous and energetic, but realty 
quite useful when Tt comas to col- 
lecting an arachnid add-on. stin- 
gers absorb Arabs energy on con- 
tact, but enable Arac to fly when 


/ like Arac, he’s a cool droid. The 
game itself is the best arcade 
~ adventure i have played for 
yonks— OK r so the sound isn't 
up to much, but the excellent 
gamepisy makes up for that- A 
neat feature is the option to 
choose a short game — playing 
this version allows you to use 
Arac in his arachnid form without 
having to coiiect all the 
pieces first. 


This makes the game play- 
able forfhe hardened arcade 
player and the novice alike. The 
graphics are excellent and It 
realty deserves to do well. 


attached to his head. 

One of the reasons why it is nice 
to be a spider, is that it is a dam 
sight easier to move around. Arac 
doesn't have to bother with all this 
pansy bouncing — as a spider he 
can fall upwards and walk along 
the roofs. But in order to be able to 
transform into a spider, ha has to 
find two legs and a bulbous body. 
Only then, when all this force is 
gathered, can he attempt to deac- 
tivate three reactors In the fortified 


t ve never (iked football Man- 
ager, and Software Star was even 
worse. As for Stringer , . . well, 
the less said about that the bet- 
ter Basically, 1 don't think Addic- 
tive have aw released anything 
ofmeritonihe&4. 

Until now, anyway, 


Arac is great — one of the 
more playable arcade adven- 
tures available. The graphics are 
really neat — well defined with 
plenty of colour — but the sound 
is awful. Still , the game itself is 
cool and should not be missed, 


Citadel, guarded by a bunch of 
highly aggressive robots. 

Once in the Citadel Arac must 
make his way through the complex 
maze, past the sentries, and into 
the heart of the building where he 
must stop the reactors from over 
heating by shooting out the cores 
before they burn through. And if 
that wasn't enough, he's only got 
thirty minutes — at most , , . 


Presentation 92% 

Long or short game option, 
adequate title screen and good 
use of icons. 

Graphics 94% 

Large , well animated sprites and 
colourful backdrops 

Sound 10% 

Weak FXand very little of them, 

Hooka bJlity 94% 

The choice of a long or short 
game makes it easy to get into. 

LastablJity 93% 

Lots to see and do. 

Value For Money 90% 

Worth any arcade adventurer's 
lime and money. 

Overall 93% 

A neat arcade adventure with 
many unusual touches. 




"5 
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I t was a cold, harsh and misera- 
ble night in the middle of Winter 
(ahi cold, harsh and miserable it 
was!), and Mr Knight was sitting in 
his cosy semi-detached hut, 
enjoying the company of his pros- 
pective spouse, Ms Damsel. There 
they were, talking about the 
weather (cold, harsh, miserable), 
when suddenly, in burst Mr 
Demon, a fat, red Demon King with 
an acne problem. With a look of 
abject Eust in his eyes, he whisked 
away the frail form of the distress 
sed Ms Damsel into the night, 
without so much as a by your 
leave. 

'Dastard I \ proclaimed Mr 

Knight, and off he strode after Mr 
Demon, determined to reclaim his 
property (bit of a chauvinist is Mr 
Knight), Bui. he soon found that 
the path to true love is a long one. 
and fraught with ghosts 1 n' goblins 

Clad only in a pair of brown 
underpants end a suit of armour, 
Mr Knight has to make his way 
through the Demon King's domain 
which comprises of four different 
areas, full of evil creatures which 
must be shot or avoided. He has 


At test. Elite have released a 
decent arcade conversion on the 
G4, in fact the best to date. Chris 
Butler has made a marvellous 
job of converting the game — 
just think what he could have 
done with Commando if he had 
been given more time. Mark 
Cooksey’s music and FX are also 
superb — very atmospheric — 
which surprised me somewhat 
since his Bomb Jack music was 
poor to say the least Anyway, f 
love Ghosts 'n 1 Goblins, rfs bril- 
liant l ’ ve played it and played it, 
and completed it and completed 
it. and t stiti piay it 


Ghosts V Goblins is a brilliant 
translation of the arcade game, 
and well worth a tenner. The 
sound complements the game 
perfectly, and it grows on you the 
more you listen fo it Ghosts V 
Goblins is very playable and 
addictive , I ’ve ended up playing 
it ail day After the disappointing 
Bomb Jack, the people at Elite 
seem to have got the right Com- 
modore mixture. Ghosts * n ' Gob- 
lins is one of the best arcade - 
Commodore conversions of this 
year. One to break the summer 
blues r if you miss it you ii regret it. 


three minutes to pass through 
each area, and failure to do so 
within i his time limit results in the 
loss of e life, 

The first time Mr Knight collides 
with one of the Demon King's 
underlings he loses his armour, 
and has to continue with only his 
undies to cover his modesty. So 
amused by this are the undead (ha 
ha! he he!), that they temporarily 
forget about M r Knight, thus allow- 
ing him safe passage for a few; 
vital seconds. However, they 
quickly recover their composure, 


I've been waiting for this since I 
saw the Spectrum version, and 
the wait ha $ been worth it 


GHOSTS '1ST GOBLINS 


September 1986 


Elite, £9.95 Cass, £14.95 disk, joystick only 
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THE DEMON KING'S DOMAIN 


THE GRAVEYARD 

Several gravestones to jump and zombies to kill, Watch out for 
the ravens and carnivorous plants, and the demon at the end, 


and a second encounter proves 
fatal for the knight in shining 
undies. 

Fortunately, Mr Knight is initially 
armed with an infinite supply of 
sawn-off lances which can be 
thrown at anything that looks 
remoteiy om Inous. Other weapons 
can be picked up along the way, 
such as fire, swords. hatchets, and 
shields. Some weapons are more 
convenient than others, but only 
the most recently aquired weapon 
can be used. 

If Mr Knight manages to rescue 
Ms Damsel,, then, just like a bad 
dream, he has to start all over 
again . . , 

*■ ■■ 
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THE FOREST 1 

A couple of small pools to jump, and many ghostly knights and 
monks to kill, Beware the fat ogrel 


THE ICE PALACE 

A devious arrangement of platforms to negotiate, and ljit 
teen faeries to kill or avoid. There's also a carnivorous plant 
contend with. 


THE GHOST TOWN 

Lots of ladders, platforms, Bomb Jacks, fat ghouls, and 
ravens. And then there's a fat ogre . . . 


>W-t» akLo^ , 
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Atf^pfey/ng tfre arcade game at 
the local fair I ve been waiting for 
this with baited nos this, When it 
finally arrived 1 was amazed, it’s 
absolute perfection! In fact , if it 
was a female I if ask it back to my 
place! The graphics are really 
briilianHvith the best sprites I’ve 
ever seen outside an arcade, and 
the backdrops are just stunning, 
something I thought wasn’t pos- 
sible with the Commodore^ six- 
teen colours, The game plays 
incredibly well too , and although 
in places it's not completely faith- 
ful to its arcade counterpart „ 
mare absorbing than anything 
else Tve played this year— I was 
glued to it for hours and hours 
and hours. Oropzon e was previ- 
ously my favourite game on the 
Commodore , now I can safely 
say that a year later, G hosts and 
Gobl ins has ousted it from its 
position. And that's about the 
highest recommendation I can 
give i 


THE CAVERNS 

Two sets of moving platforms to negotiate, 

THE BRIDGE 


THE SUBTERRANEAN PASSAGES 

More ladders and platforms, zombies, 
ghostly monks and demons galore. 


bats, spitting statues, 
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A dilapidated bridge re ns over a flaming pit. Flam es and asbes- 
tos faeries shoot up along the way. At the end of the bridge 
t here is a fat ogre. 


THE DEMON KING'S CASTLE 

The final frontier . . . One demon and a rattier large 'Chinese 
Dragon' to kill. 


Presentation 93% 

Arcade quality, which sadly 
means no restart option or pause 
facility. 

Graphics 98% 

Varied backdrops and sprites 
faith first class definition and ani- 
mation. 

Sound 96% 

Arcade quality tunes and spot 
ejects create a gripping atmos- 
phere. 


Immediately impressive and 
playable 

Instability 95% 

Addictive and! compulsive, 
although interest may wane 
once the game is completed. 

Value For Money 96% 

A worthy investment. 

Overall 97% 

An outstanding arcade COrtVfif- 
sion. 



A 

A 

A 
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^ Hi then! This is the gam I've always wanted to write, 
& really, fast r testing arcade game f love ft and f can’t 

slop playing. 

I hope you get the same feeling of * 1 

exhilaration as I get e very time / 

«r- n X 








Tony Crowther 
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TRAP 

AIJigata, £7.95 cass, joystick or keys 


Presentation 96% 

Interesting documentation 3 rd 
many neat touches such as the 
demo, 

Graphics 80% 

Big. bold and on the whole well 
defined, although somewhat 
'tacking’ at times. 

Sound 96% 

Stunning soundtrack and lots of 
good, muffled spot FX. 

HookabIJity 82 % 

Wierd. bul addictive. 

Liability 79% 

Ten tough and demanding levels 
Ed keep you going, 

Value For Money 81% 

A neat demo and lots of good 
solid blasting for your money. 

Overall 82% 

A good shoot em gp with many 
attractive features. 


extra power when bombed. Oh, by 
the way — brown and black aliens 
carrt be destroyed, no matter how 
hard you blast 'em. They are only 
present to cause trouble. 

The final part of the test places 
you far from your craft on a distant 
plain. This is designed to test your 
stealth and determination on foot, 
and is reminiscent of Commando 
in that you have to battle your way 
through the undergrowth, blowing 
everything to smTtherines, Most 
important here is the collection of 
spherical objects which are in tact 
Orbs, the currency of the future. 
With sufficient Orbs you can buy a 
more powerful space craft which 
will help you as your quest con- 
tinues. 

Your score is displayed 
alongside the playing area and 
also shows the amount of lasers, 
boats and aliens which have to be 
destroyed. 


\£&"f f fite this, (fs cer- 

tatnly not the best 
shoot em up 
; around, but it's 

enjoyable end 
greet fun to play. There are plenty 
of nice little touches about the 
program tike the cargo catching , 


rap is set a long way into the 
tutu re — not just the odd few 
thousand years, no, were 


Your life endangering mission is 
split into three parts, each testing 
various aspects of your skills. The 
first section tests your manoeuvr- 
ing and reflex capabilities in flight. 
To do this the nasty forces have 
launched a hail of vofalile space 
mines which your ship has either 
to avoid or obliterate. Luckily, your 
battle cruiser is equipped with the 
latest in trendy high powered 
space blasters. 

Having survived the shower of 
mines you find yourself flying over 


■>“ cr " ka i jjiu 

the way you have to shoot a set 
amount of targets andComman - 
do esque bonus bit at the end 
The hidden demo program is 
also superb — it realty livens up 
the whole package, The game 
requires a fair bit of playing 
before you can get anywhere 
with it and doing so is enjoyable 
and worthwhile. The graphics 
aw fine and the sound great — if 
you're into shoot em ups then 
check this one out. 


talking aeons here, a time where 
the ultimate deterrent may 
become the ultimate destruction 
of life as we know it. 

As pilot Of an Intergalactic Hyper 
Hearse you have penetrated a 
place where human life strains to 
exist. Your mission is to defend 
your home planet against your 
once peaceful ally The problem 
you are faced with is this: can 


aggression and mindless violence 
further the cause of peace which 
you are trying to restore? A tricky 
question to answer, but being the 
hero that you are you must suc- 
ceed and prove yourself worthy as 
a legendary space fighter. 


the Zarkab Valley, complete with 
rivers and rapids — a test of cour- 
age and intelligence. There are 
three forms of invading nasties 
which have to be destroyed: 
meteors; alien craft,, which can be 
attacked from the front or annihi- 
lated with a quick blast of your 


exhaust pipe; and lasers which flit 
across the valley and have to be 
cut off before you can proceed. 
Accompanying these meanies are 
an assortment of aliens, such as a 
fleet of Police Craft. 

Fuel depots are scattered 
across the landscape and provide 


W i There does seem 

to be a spate of 

ifnH shoot em ups 

tn filtrating the 64 
market at the 

moment, and ( am happy to say 
that Trap is one of the better 
ones . The game itself is fun to 
play and a mention must go to 
the atmospheric accompanying 
muster which is very imptessive. 
As welt as a game them is a neat 
demo mode which features e 
bioke playing a tom-tom whilst 
watching a screen on which a 
science fiction film is presented. 
The graphics aw fun, the sound 
is super, and oversit ftS a \oity 
good package for hardened 
shoot em up fans and beginners 
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— and this extracts a p iece of code 
from the barman. 

You can perform several feats of 
acrobatics, including f tying kicks, 
ducking (especially useful when 
avoiding bullets from the enemy 
agents), shooting, and of course, 
standard movements of left and 
right. Opening doors and general 
exam ination of objects i s ach leved 
by pressing down and left or right. 

Good luck, prospective agent, 
you'll need it! 


% / ■, When you first see 

i Ws you think : ' Ah l 

< Elevator Actions 
JBSji ~ but # 'snot Weft. 

not exactly. Mic- 
rppool haven't quite copied the 
arcade game — they've made it 
more of an arcade adventure. 
The result is a very playable and 
addictive game. The graphics 
aren't bad at ait — the baddy 
sprites are realty good — but 
sound is Sacking, and only a few 
FX and jingles are in evidence. 
Stilt, tf you're after an action 
adventure wth a liberal dosage 
of reflex-testing arcade action, 
then look no further than this. 


items of furniture. For example, if 
you look at the fire extinguisher 
you put out ail the lights* so you 
need to find a match box to light 
the candies if you want to see 
again. You may come across a 
small table on which you can play 
a game of dice, or you can get 
extremely drunk at the bar — pro- 
viding you have found the money 


agents. It is your job to enter the 
hotel and defeat the lot of them, 
single handed&y.You see, these SS 
blokes have gone and planted a 
bomb in the hotel, and if you don't 
defuse it by the given deadline 
then — kaboom r — the whole 
place goes up in smoke. 

To stop the countdown of the 
detonator you need to find a code 
which consists of sixteen parts. 
Each part of the code specifies a 
direction, and they are given in a 
strict order which must be remem- 
bered. 

The hotel consists of sixty two 
floors spilt into eight levels, each 
containing two parts of the code, it 


should be able to shoot them all. 
leaving them crumpled up on the 
floor. The sound is nothing 
remarkable, but the graphics 
make up for this as they are 
bright and really jolly, At the price 
il represents a good buy and it 
will keep you going forages. 


have to go through the emergency 
exrf, but first you must perform two 
tasks. 

Firstly, you must find a key to 
open all the blue doors. Then, you 
must search the doors to find a 
porter, who happily provides a key 
to the emergency exits, thus help- 
ing you achieve entry onto the next 
level, Unfortunately, the porter is 
not beh i nd every door — no, some- 
times there is an enemy agent or 
worse still, a woman who removes 
all her clothes. This costs you 100 
points (nudge, nudge, wink, wink, 
say n' more). 

There are also lots of other 
objects around the place. To 
search for I hem you can bend 
down and examine the various 


Tb/s is a strange, 
jN-'y ' ] but very playable 
fir and addictive van - 

r JrMJ afr on on the arcade 
adventure theme 
— although it doesn't iook like rt 
initially. Us very well thought out 
and a tittle on the tough side, but 
it continually had me coming 
back for more. Unlike most 
arcade adventures, the action is 
fast and furious and really gets 
the adrenalin flowing Overall, a 
very good ftrsl release from Mic- 
ropoof, and i eagerly await more 
of the same. 


MISSION ELEVATOR 

Micropool, £9.95 cass, £12.95 disk, joystick or keys 


. 


A nnouncement from Head- 
quarters ... a difficult and 
dangerous mission exists 
, . we need a strong, tough and 
intelligent guy . . . inform head- 
quarters if you think you are the 
right man , . * 

Well, are you man enough to 
take on this dangerous mission? 
Don't worry, it's not set in a run- 
down alley or anything like that. 
Mo. when the F8I set up a HQ they 
[ do it in style, in a well furnished 
hotel. However, all is not well — 
the place has been infiltrated and 
j is now overrun by Secret Service 


is possible to travel around a sec- 
tion of eight floors by using the lifts 
which are in abundance. To get to 
the next section of eight floors you 


nf This game is full of 
L 1 neat little touches, 
such as the fire 
y ULrafll extinguisher and 
^ ™ the dicegame. But 
don't be deceived, this is a real 
mean game. The enemy agents 
appear where you expect them 
least, and shoot like mad. if 


moHoo 


IMPf* 

I : 


OOD&DDH 

2 HI US 




Presentation 87% 

Slick in all aspects 

Graphics 82% 

Colourful and jolly, especially (he 
baddies who are well drawn and 
animated. 

Sound 43% 

Reasonable jingles and FX. 

Hookabilify 84% 

Entertaining from the outset 

Instability 81% 

A difficult game, requiring fast 
ref lexes and a coot head 

Value For Money 80% 

Overall 84% 

A great Elevator Action orinn 
fated arcade adventure. 
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FLOYD THE DROID 


Ariola soft/Rada rsoft, £9.95 cess, £12.95 disk, joystick only 


Presentation 83 % 

Very good, although the icons are 
a bit tricky louse. 

Graphics SI % 

Effective and unusual 3D, and 
great definition and animation a!! 
round. 

Sound 67% 

Good speech and reasonable spot 
Fx, 

Hookah I If ty 66% 

A bM confusing initially. 

La stability 60% 

There's not much variety and the 
pace is a i itti e too s low. 

Value For Money 58% 

Overpriced for what it offers. 

Overall 62% 

Just goes to show that not all ang- 
inal games are good ones 


P I Royd the Droid is 

JT — tL. rather awkward to 

got into , but quite 
|il Simple to grasp 
thereafter. How- 
ever ; trudging round several 
samey‘ sewers soon proves 
monotonous r sod despite the 
many original and unusual 
touches, such as the program- 
ming facility. I'm not overly enth- 
used. Radar soft certainly show 
potential, though, and I'm look- 
ing forward to their next game. 


before returning to the game. 
However, you can only use these 
procedures in the half or fully 
automatic operations, not in the 
manual. 

The nasties can be defeated In 
various ways, but if you are to 
complete the task you need to 
know some basic combat tactics. 
The bat. who inhabits most inter- 
sections, can be killed by Floyd's 
laser beam, The rat can be exter- 
minated by performing a quick 
jump on it's head, and J gators can 
be dealt with in a similar manner. 
Apart from these nasties there is 
an on-the~run criminal lurking in 
the system who sprays Floyd with 
bullets if he's not ready to deal with 
him, Who said cleaning sewers 
was boring? Not Floyd, that's for 
sure , „ „ 


H ow do you fancy becoming 
a sewage pipe attendant for 
a day? Not the most attrac- 
tive proposition, you must admit, 
but if you're Floyd you’ve no say in 
the matter. Floyd's task in this 
game is to clean up some of the 
most disgusting drain systems of 
the world, ridding them of slime 
and gunge as well as the odd vic- 
ious rat, bat, 'gator, and escaped 
prisoner. 

On loading you are presented 
with a short piece of animation 
showing Floyd wandering the 
streets outside Piccadilly — 
notorious for it’s drains y' know. 
Pressing the fire button takes you 
to the central menu, from which 
you can access other icon driven 
menus or begin to play the game. 
Playing the game sets Floyd in 
the London drains, Using the joys- 
tick it is possible to guide him 


through a 3D view of the sewage 
system. When Floyd encounters 
some kind of sewer nasty, the dis- 
play switches to a side view for a 
better look at the action.. There are 
three ways to control the vermin : 
manually, where you can tell 
Floyd to move, bend, jump, and 
fire his laser beam via the joystick; 
half automatic, where Floyd 
takes over a lot of the work and 
selects the battle sequences him- 


self; and FULLY AUTOMATIC, where 
Floyd really comes into his own. 
He deals with any opponent 
quickly and efficiently, and then 
returns you to the main menu, 

You program Floyd to kill a 
specific opponent through use of 
icons — these are called prqce* 
cures. Once you have given Floyd 
a set of instructions there is a test 
facility so you can see Floyd per- 
form his sequence of actions 


Thte isn't so bad 
_Vc>l end it must be said 
is that it ’s one of 
the most original 
and unusual 
games I’ve seen in a long white. 
The graphics are nice and the 
sound is realty good [ especially 
the ’BOO'. As for the game , . . 
well, it's strange l must confess 
to liking it, although it does lack a 
certain spark, t think it may 
appeal to younger Commodore 
owners, the Rambo and Green 
Hat brigade will find It pretty bor- 


* w ft sounds a fuh 
n J. I gam®, but 1 found 
if somewhat tedt- 
m ous and lacking in 
action. The 
graphics ere not bad, but they 
don't make up tor the lack of 
action — the pipes all become 
slightly 'same/', end without 
mapping it could become con- 
fusing „ The icon system is simple 
to use, but is quite difficult to 
implement into the game, i have 
little enthusiasm for this game, 
but it may prove interesting if 
you're into robots end sewage. I 
can 't see a great market for it. 









WAY OF THE TIGER 

Gremlin Graphics* £9.95 cass, £14.95 disk, joystick only 


T he mystical island of Tran- 
quil Dreams is not the most 
obvious place to find a 
monastery where monks devote 
themselves to their god, K won, the 
supreme master of unarmed com- 
bat, This is where you were 
brought as an infant, and adopted 
by Naijishi, the most powerful of 
them all. Through many years he 
trained you to become a Ninja of 
perfection, and now Ft is time to 
prove your worth. To do this you 
are required to battle your way 
through three different combat 
routines, each with a different 
weapon. 

To start with a Master Program 
has to be loaded, and this 
initializes the routines used in the 
other games. From here you can 
then load any of the fighting sequ- 
ences in practi se mode, or play the 
whole game through from the 
beginning. 


UNARMED COMBAT 

The setting of the unarmed com- 
bat sequence is in the desert 
sands df Orb where you have to 
defeat whatever the master 
chooses to send against you. 
These are not all humanoid, and 
spring out from behind rocks and 
bushes with malicious intent. You 
must be ready at all times to do 
battle with them, or else you will 
fail your quest. Luckily, you have 
several efficient forms of bashing, 
some of the more intricate moves 
being the good old neck-chop, the 
back high kick, and the devious 
low kick. In total, the apprentice 
Ninja has a variety of 1 6 different 
moves, accessed by the same 
command system as Way of th& 
Exploding Fist 






f iv/WEAivCE 


tiWEP fOf.ff 


t though* that this 
j^h. might be quite 
sood, but really it’s 
just another in the 
tong line of fighting 
games. The game is quite slow, 
and although there ere several 
different types of fighting events 
there is no real difference in th&ir 
playability The graphics are 
quite nice and the Yellow Magic 
Orchestra title screen music is 
jolly, but there s not a tot to keep 
a player going. It you're keen or j 
fighting games then have a took 
and form your own opinion . 

POLE FIGHTING 

Abandoned on a slippery pole you 
have to protect Naijishi's mysteri- 
ous lake, complete with ducks and 


all. Again, you have access to six- 
teen battle moves, this time 
geared towards stick bashing. 
Apprentice Ninjas need to plan 
their moves carefully, since the 
slippery pole has a nasty tendency 
to leave you splashing about in the 
lake, and no matter how mystical rt 
is, it’s stall very wet! 

SAMURAI SWORD 
FIGHTING 

Off to the temple for the final piece 
of Ninja bashing, as you take on 
the greatest warriors armed with 
Samurai swords. The battle com- 
mences with the clanging of 
swords as you attempt to battle 
through ell of your challengers, 
until you finally reach the point 
where you have to battle against 


E Jv There's only one 

~ W ^”9 t like about 

this game and 
mjjm that 's the three 

speed parallax 
scrolling. Oh, and the music, / 
quite like the oriental ditty played 
on the title screen. OK f that's five 
f/rings ffraf l like. But that's It , 
there's nothing else about Way 
of the Tiger that appeals tome . it 
doesn't play too weS, and it's 
basically a fairly njn-oEtbe-miti 
beat em up, Knight Games is 
overall a better package — rf's 
also cheaper. 


the master himself. This part of the 
game poses a major new problem; 
previously your opponents had the 
same capabilities as yourself, but 
now they are capable of more than 
the standard sixteen moves to 
which you are restricted. 

Gremfin have implemented a 
'triple scroll 1 routine which makes 
the movemeni on the screen work 
in paraFFax. On the unarmed com- 
bat scene the clouds drift slowly 
across the the sky in the 
background, and reeds and foun- 
tains are animated with accuracy 
in the foreground. All the brffing 
remains in the 'middle 1 ground. 
The placing aFters on the various 
stages but the effect still remains. 


Mv overall opinion 
of this oarm was 


of this game was 
slightly marred by 
the awkward load- 
ing system. How- 
ever, the game Substantially 
makes up for this problem. The 
triple scroll works to a good 
effect, and the immense amount 
of moves. 16 on each of the three 
levels, makes fighting quite flexi- 
ble. Although this isn't at the top 
of my ftsi of fighting faves, it's 
worth forking out for if you are in 
need of a good bash em up, 


\ Presentation 79% 

Reasonable tape handling, but 
l ittle else 


Graphics 79% 

Great backdrops but rattier iffy 
sprites. 


it t atJbu. 


r 

, • - : 


Sound 80% 

Very pleas a n | or ien l al diti ies b u ! 
lew FX 
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Hookabiiity 68% 

M ay appen l to ard e n I bon t e m up 
fans 
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La stability 60% 

B' it it's rather repetitive and tire- 
some. 




value For Money 58% 

One of tF'.e more expensive beat 
em ups, and H’s not even one of 
the best. 




Overall 64% 

Nolhfng new to inspire- 


imm wm 
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DRAGON'S LAIR 


Software Projects £9.95 cass ? £14.95 disk, joystick oniy 


Presentation 90% 

Good packaging and instruc- 
lions, and a superb loading sys- 
tem, but there are still some 
annoying delays throughout the 
game itself. 

Graphics 71% 

Vary between average and very 
good. 

Sound 60% 

Various ditties, but nothing to 
inspire. 

Hookabtlity 70% 

Interest in the arcade game will 
definitely attract. 

Instability 69% 

Rescuing the princess is tough 
and demanding, but nol overly 
addictive. 

Value For Money 65% 

Nine screens of action for a ten- 
ner 

Overall 69% 

A good arcade conversion and 
an interesting concept, which is 
let down by a few weak gamgp- 
lay elements. 


O ld King Aethsried was a 
merry old souE, and a merry 
soul was he. He called for 
his pipe. and he called for his bowl 
— and then, all of a sudden, some 
mean and ugly dragon came atong 
and trudged off with his voluptu- 
ous young daughter. Before the 
sun had disappeared behind the 
trees the dragon delivered an 
ultimatum — if the kincj didn't hand 
over his treasure his daughter 
would fry. 

The king was rather put out 
about this, so he set about finding 
a hero to rescue his beloved- All 
the local knights wimped out — 
bar one, Dirk the Daring, champion 
of good and destroyer of evil! He 
wasn't scared of a silly old dragon, 
oh no, he donned the most resilient 


enough! 

SKULL HALLWAY 

This scene is very simiiar to fts 
arcade counterpart. Dirk has 
found himself in a hallway, doors 
either side of him. Suddenly, they 
open, and skulls and giant skele- 
tons begin to attack. Using his 
trusty sword and some nifty foot- 
work, he either has to dodge or 
slay the marauding meanies. 

THE BURNING ROPES 

This scene is like a screen from a 
classic platform game. Afire is rag- 
ing below Dirk and he has to reach 
the top of the screen by swinging 
from the ropes between platforms, 
before the fire catches up with him. 
Time is of the essence since the 
fire is eating away at the platforms. 

THE WEAPONS ROOM 

Dirk has inadvertently strolled into 
the dragon's haunted weapons 
room. Lange sprites are used to 
portray the action as Dirk avoids or 
destroys the flying menaces. 

RAMPS AND GIDDY GOONS 

A series of ramps form the route to 
the next screen, but unfortunately 
they are guarded by th-e evil 
Goons. Don't pause too long to 
battle with them, since the ramps 
disappear and Dirk fails to his 
doom , . r 

THE TENTACLE ROOM 

Dirk is happily walking through an 
innocent looking room when ell of 
a sudden large serpents appear 
through the cracks in the walls and 
ceiling. Kilt them, or be crushed by 
their deadJy coils. 


J I / must say that 1 Vrr 
not bowled over by 
|ri j/h this conversion. 

The graphics 
appear poorly 
defined for the amount of space 
they occupy, and the action — 
although not particularly fast — 
gets extremely frustrating to the 
point where you almost give up, 
The sound is reasonable, I sup- 
pose , but doesr r T gi ve any 
atmosphere to the game. Don't 
buy this on the strength of the 
arcade version, you'll probably 
be disappointed. 


THE SECOND DISK 

Exact ly the sa me as the f i rst seen e. 

THE DEADLY CHECKERBOARD 

Play Singe's champion knight at a 
deadly game. You must chase him 
around a giant checkerboard and 
slay him, But the beast is turning 
the squares into deadly pools of 
fire which have to be avoided if you 
are to stay alive. 

SLAYING THE DRAGON 

Once again, large sprites portray 
the scene as Dirk and Singe meel 
in a final confrontation — the prize 
is the princess. 


suit of armour money could buy, 
and prepared to go to her rescue 

So the storyline goes in 
Software Projects new arcade 
conversion. Nine of the scenes 
which appeared in the angina! 
machine have been converted, 
and are loaded in one at a time as 
you play, Consequently, when you 
finish a screen the next one is wait- 
ing for you. And when you start 
playing that one, the next bit loads 
in — and so on! Here's a break- 
down of the nine screens: 

THE FALLING DISK 

Dirk has leapt onto a disk which 
has suddenly started to plummet 
down a deep hole. Using forced 
perspective to depict the scene, 
you have to make sure that Dirk 
stays on the disk while the dra- 
gon's minions are hell-bent on 
blowing him off. If you stay on the 
disk long enough it stops, allowing 
you to leap off — if you're quick 


• Considering the 

immense differ- 
ence between a 
laser-disk arcade 
game and a 64, I 
think Software Projects have 
done quite a decent {Ob with this 
conversion. The graphics aren't 
quite as good as they should 
have been , but the cassette load- 
ing system is absolutely brilliant. 
Hopefully it’ll be used again to 
give us cassette owners a new 
style of game. The game itself is 
a varied one. combining all sorts 
of aspects of gameplay to por- 
tray the various screens, it's not 
a particularly brilliant program, 
but it is challenging and addic- 


T _V f ‘moot too keen on 

iaser-disk arcade 
games, particu - 
farly Dragon's Lair. 

But f have to admit 
that Software Projects have 
made the best of a bad job. What 
impresses me most about this 
game is the cassette loading 
technique — it works very well 
indeed. Tm giact to sec that 
Software Projects have read the 
Mindsmear piece and have actu- 
ally put some of the theories into 
practice. With any luck they will 
produce a decent game to pc 
with their novel-load system, t 
don't dislike this conversion , fust 
the original concept. 
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BY JEFF MINTER 


CAN YOU KEEP PACE WfTH 
THE POWER OF 
IRIDIS ALPHA? 

Enter into the world of Jeff Minter's i 
world of high, speed surrealism. A 
dynamic visual experiences , 
fast and furious bi-directional^^ 
way through 5 planets 
levels Ger to grips 
The key to your 


IS ALPHA Manoeuvre in the bizarre 
^ Bornbara your senses with 
• keeping poce with 
^^scrolling Mega - bias" your 
ov a ifh 20 differem 

^w:t' 'VDG Aih-A 


F<x Commodore 64 and 128 
Cassette £8,95 Disk £12.95 


c Qf mail order send a cheque 
postal order to Hewson Consultants 
Lla. Order by credit card by sending 
your Access- Barclaycafd number, 
and enclose a specimen signature. 
Don't torgel to enclose your name 
and address 


56t. r/rttun f radmg Estate, Mitten. A&nqdon, Oxou 


Ay past -at bw- cmtamg rtevalqpii i«n|, Qt ^itiYiaDw ™rtw£Tfi aop away, to irvdiAiW •jft<v.h-e r.Rnt t.. us wirh a u, a eo piiMnstiur. 





B ack in mediaeval times there 
was plenty to keep your 
average armour-ciad fellow 
amused: dragon bashing,, wining, 
dining, wenching, crusading and 
of course partaking in the odd 
joust or two. Of knightly sport there 
was aplenty: bashing your partner 
with swords, lumps of metal or bits 
of wood — and on the more placid 
side, firing bolts and arrows at 
moving targets. The latest release 
from English Software attempts to 
capture ye olde noble spirit of 
man-to-men combat, and offers 
eight different events to challenge 
your righting prowess. 

Before the games can get 
underway a main menu has to be 
loaded. Once in memory, any of 
the eight events can be (singly) 
loaded. When an event loads, a 
menu is displayed which allows 
you to alter the length of play or 
switch off the in-game music. All 
everts have a one or two player 
option, and in the fighting events a 
computer controlled knight makes 
up for the lack of a human oppo- 
nent. After making your selection 
the game can begirt. 


— *— -*> QUARTERSTAFF 

Remember the classic first meeting between Robin Hood and Utile John 
when they both tried to cross a log bridge, and neither would give way to 
the other? The result was a quart eretaff fight in which Robin was toppled 
off his precarious perch into the water below, This event Is very reminis- 
cent of that fight, and is set in a similar environment with you battling 
another fellow over a perilous log bridge. Eight movements, four attack- 
ing and four defensive, are made available as you battle for supremacy. 


This is fun — a nice variant on the 
beat em up theme with six bash- 
ing games and two other games 
thrown in for good measure. The 
mtMoad system is surprisingly 
fast and very easy to use which 
makes a nice change from the « 
* usual ' waif haif an hour ’Jobs. 
Although the events have eight 
moves as standard, each has its 
own sets of thrusts, parries etc, 
and once mastered they all have 
great potential for a realty good 
nght The defending and attack- 
ing moves alt work well, and it's 
easy to -become very involved 1 
> with the game when you 're 
fighting . The graphics are great 
with brilliantly animated sprites 
t and some nice mediaeval 
backdrops. The eight tunes are 
, all pretty good, and the sound 
effects are nicety atmospheric 
‘ with clanks and dinks as you 
bash your opponent’s armour. I 
enjoyed playing this and strongly 
recommend you to have a took 
-i af It *- 


— — ARCHERY 

This is the first event to test your aiming skills rather than the strength of 
your bashing arm. Set in the fields outside the castle, the object is to hit 
as many moving targets as you can before you run out of either arrows or 
time. Away in the distance are two trees and between them trundle a 
series of wooden horses on wheels. Pulling back on the joystick strings 
an arrow and a cursor is bought into view with which you aim. The cursor 
wobbles alarmingly, and it takes a fair bit of skill to get it into position and 
press the fire button before it wobbles off target again. 


KNIGHT GAMES 


English Software £9,95 cass, joystick only 
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AXEMAN “ 

The last event is set post- feast, with glass strewn tables forming an 
arena. The Knights face one another, a mean axe in one gauntlet and a 
shield grasped in the other; The standard four attacking and four defen- 
sive movements are available to each knight, 

SWORDFIGHT f A-.' | p”^ f 

This event takes place on the cash® battlements with a splendid English 
countiyside scene in the distance. The players appear on opposite sides 
of the screen, and then clank their way toward each other so that the 
fighting can commence. Eight fighting movements are made available to 
each knight and these are accessed by pushing the joystick in any one of 
the eight directions. Pushing diagonally gives a defensive movement and 
any other of the four points gives an offensive thrust or swipe. 

SWORDFIGHT II . K r _- , 1 

This is very similar to the other event, although the fight takes place 
outside the castle with the battlements poking above the trees. A new set 
of armour has been given to each knight, but their movements are as the 
previous bout. 


BALL & CHAIN 

Back to the fighting again, as you battle beneath the portcullis. Once 
again there are eight separate movements, Including some vicious 
swipes, and overhead thumps are often made to your armour clad per- 
son na. Plenty of variety in movement and plenty of scope for attack, 

PIKE STAFF 

Forget the peasants, lets have a pike staff fight over their newly ploughed 
fields. Out inlo the country trot you and your piking partner. Four defen- 
sive and four attacking movements are made available to each knight as 
ihey thump, stab and spike each other. 

CROSSBOW 

This is another event to test your hand/eye co-ordination, and it has you 
shooting three spinning targets. Pulling back on the joystick loads the 
bolt, and a split second later an aiming cursor appears. Guide this wobbl- 
ing entity over a stationary target and shoot the bolt by pressing the fire 
button before it spins again, or the cursor moves off target. Time Is of the 
essence here, so don't spend too long aiming your bolts. 


This certainty makes a pleasant 
change from oriental orientated 
beat em ups . Alt six fighting 
evonte are very simitar in their 
execution, but each is as good 
a$ Exploding Fist in its own right 
The archary and crossbow 
* events are an added bonus, i 
Graphically Knight Games is 
very competent — the animation 
of the targe characters is excel- 
lent and the backdrops are quite 
nice. David Whittaker 's 
mediaeval music is also very 
good t and adds spice to a tasty 
game. Knight Games i$n t quite 
as playable as I ntemationaJ 
Karate, but ifs definitely one of 
the best fightin ' and fumpin ’ 
game-s to appear on the 64 yet, * 


Knight Games has just gof fo be 
the best smash em up ever. The 
clanking of swords is very effec- 
tive, especially when combined 
with the paradoxical futuristic 
mediaeval music . * 


The bait and 

chain is my particular favourite 
— the animation of the swinging 
ball and chain is magnificent. 
The three skill fevefs make the 
game extremely playable for 
both dehcato types and har- 
dened smash em up players. 
Overall the best combat game 
ever released, and I wouldn't 
hesitate in recommending it to ‘ 
anyone. 


opponent fells to the ground and 
one of his ten shields is removed. 
Tq win the event you have to 
remove ell ten shields, and doing 
so reaps a 'knight knockout 
bonus’* 

A time limit takes the form of a 
candle which slowly drips away 
through the duration of the match, 
and this is displayed just above the 
roses. The score is shown under- 
neath the main playing area at the 
bottom of the screen, A highscore 
table keeps track of the top score 
for both players in each event, and 
any score logged into the table 
remains there for the duration of 
the games (unless it is bettered). 


With ell the fighting events vic- 
tory is achieved by hammering the 
strength out of your opponent. 
Displayed to the left of the main 
playing screen are two sets of ten 
roses — white ones for player one 
and yellow for player two, A suc- 
cessful hit with a weapon results in 
one of your opponent’s roses dis- 


appearing, and if ten are removed 
then another ten appear. If these 
ten are duiy disposed of then your t 


Presentation 95% 

Speedy muttiloatf system and 
plenty of in-game options. 

Graphics 95% 

Plenty of varied backdrops and 
beautifully drawn and animated 
sprites . 

Sound 93% 

Bight excellent mediaeval style 
tunes and very qood, but few, 
spot FX. 

Hookabitity 94 % 

From when the swords first meet 
you 'll want to continue parrying 
and thrusting. 

Instability 9t% 

Lots of scope with the fighting 
events, especially with two 
human players. 

Value For Money 89% 

Eight great events tor only T. 12 
each I 

Overall 90% 

Plenty of variety , clanking and 
bashing — don't miss it! 








THE SECOND CITY 

Novagen, £5*95 cass. £9,95 disk, joystick with kevs 


Presentation 92% 

Very well though! out and pre- 
sented, There are no instruct ions 
as such, but Sheri (hat's how it 
should be. 

Graphics 97% 

Fast and effective 3D vector 
graphics.. 

Sound 50% 

Good sound effects, but most of 
the game is played in silence 

Hookability 97% 

As soon as you shirt playing ali 
the original thrills and exhilera- 
tion return 

instability 96% 

The Paly a r Commander's 
brother- in-law is determined to 
make your life hell — and he 
does 1 

Value For Money 95% 

Six quid for the latest installment 
in the Mercenary saga is a steal 1 . 

Overall 95% 

A classic and a half. 


Magnificent 1 Using all the origi- 
nal aspects ctf Mercenary Pant 
Woakes has come up with one 
, of the most devious and addic- 
tive programs I Ve played in a 
long time, (n the original game, 
escaping was relatively simple. 
This one is completely different 
—just about every trick in the 
book has been used to hinder 
your escape, and that includes 
some of the most evit and under- 
hand tactics /Ve encountered in 
a computer program, The vector 
graphics are still outstanding, 
although there could have been ' 
a little more sound. As for buying 
it — well, if you have the original 
7 ram then purchasing the 
ond City is as essential as 
living and breathing . 


B eing a 21st Century merce- 
nary is a tough job, espe- 
cially when things go 
wrong. Take yourself, for example 
—returning from a bloody conflict 
in the M2 star system your on- 
board computer, Benson, sud- 
denly tdts you that things are 
wrong with the navigation system 
and you're heading straight 
towards the planet of Targ. Unable 
to Correct your course you're 
forced to crash Land . . . 

The planet is one unfamiliar to 
you, but you know that it has been 
a scene of a long conflict between 
the planet's inhabitants, the 
Palyars. and their robotic 

neighbours, the Mechanoids Your 
interstellar ship was destroyed in 
the crash, so to escape the planet 
you have to earn enough money 
— this shouldn't prove too difficuft 
for a soldier of fortune, such as 
yourself. 

While you are on the planet you 
decide to seek a change, so you 
visit Targ's Second City on the 
other side of the planet. The clima- 
tic difference between the two 
conurbations is quite apparent 
when you arrive there — the eerie 
red dusk of the Southern hemis- 
phere and the darkened sky are a 
far cry from the green grass and 
bright skies of the Central City, 

The landscape is very similar, 
though, and the city's buildings 
have also been designed by Tara's 
great vector architect, Walton. The 


The realism of the original prog- 
ram really impressed me, 
although I felt that it was a Wife 
easyto escape. 


The new version, 
however, is much more difficult 
and very, very devious indeed. 
Many a time I was led into a false . 

sense of security and l inno- 
cently trudged through a harm-' 
less looking door, only to find 
that I had to start the game from 
scratch! 


This fS a brilliant prog- 
ram, miles better than the first , 
/ ‘m stiff playing it now , so I 've got 
to work my legs off because I'm 
hours behind my work schedule! 


other thing, or rather person, who 
is familiar is the Palyar Comman- 
der’s brother-in-law. After you 
stole his plane, wrecked his build- 
ings, brought down his new 
spaceshi p, and rearranged his fur- 
niture he thought he’d try and 
escape your antagonism. Using 
his brother-in-law's influence he 
gained the position of Prison Gov- 
ernor in Targ's second city. 
Imagine his surprise — and 
annoyance — when the bane of 
his life suddenly arrives in HIS city! 
He’s determined to avenge the 
troubles you caused him, and the 
he knows the opportunity for 
revenge will arise many times — 
after all, he does run the city! 

The object of the game is still 
the same — escape the p lenef. But 
this time it is so much harder — 
you have no records and no equip- 
ment . , . and no clues, either! 

WARNING; YOU MUST NAVE 
THE ORIGINAL MERCENARY 
TO BE ABLE TO RUN THIS 
PROGRAM! 


First there was the classic 
Mercenary, followed by the neat 
Targ Survival Kit. Now we have 
the Second City — and what a 
city! It's mean, it's evil — Paul 
Woa kes is a genius , and a sadist 
( but I must be a masochist for 
playing it, so that's OK}. There's' 
the prison (no, not the prison!) 
and then there's THAT room 
(gibber, gibber) . . . basically, Mn 
Woakes has fiddled around with 
the original city and added sev- 
eral new twists to make the Sec- 1 
ond City different enough to be 
classed as an essential purch- 
ase. If you own 3 copy o/Merce- 
nary and love the game, don 't 
miss this! 
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Commodore 51 1 


moves North 
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Renold Building, UMIST, 
Sackville Street, Manchester 

Friday to Sunday, September 12, 13 & 14 


EASY PARKING! 

No problem finding 
somewhere to park - 
either within the 
campus itself or 
nearby car parks. 


AMIGA 
THEATRE 

Demonstrations of the most 
talkedabout computer of 1986 + 
sh ciuing the growing range of 
business and recreational software . 

8-BIT 

THEATRE 

Leading Commodore experts shoiu 
how to make the most of the 16, 64 
and 128 range T answering questions 
on games, graphics, ati/ities and 
communications. 


Liue shows from top 
groups - Commodore 
music as you 7 ve never 
heard It before! 


The Official Commodore Computer Show- the show 
that hit the headlines when it attracted record London 
crowds in May - now moves North, supported by all 
Britain’s leading suppliers of Commodore hardware and 
software. Spread over two exhibition floors will be stands 
featuring the very latest developments for the entire 
Commodore range, including a wide variety of 
newly-released games, business 
and utilities software. It T s going 
to be an action packed show 
that will bring you right up to 
date with all the exciting 
developments now taking place 
in the Commodore world! 


EASY RAIL TRAVEL/ 

300 yards From 
Piccadilly railway 
station, with speedy 
connections from all 
parib of the North, 
Midlands and Wales. 


EASY COACH TRAVEL! 
Bus and coach stations 
serving all parts of this 
vast region are just a 
short walk from the 
UMIST campus. 


On show for the first 
time outside London 
the fabulous Amiga ! 


Organised by 
.Database Exhibitions 


Now the great 
retard-hreakm 




Avoid the 

queues / 

Get your 
ticket in 
advance 
and. . . 




I 

II 

I 

I 

I 

I 


□ Adult tickets at £2 (save £1 ) ........ £. 

n U nder- 16s tickets at £1 {save£l) £. 

Total £ , 

D Cheque enclosed made payable to 
Database Publications Ltd. 

C Please debit my credit card account 
Access, ''Visa 


J c 



Atfrni ssjoji at door: 

£3 (adults), £ 2 (under I 6 sJ 


[commodore 



Advance 
ticket order 


Post to: Commodore Show Tickets t 
Europa House , 68 Chester Road, 
Hazel Grove t Stockport SK7 5NY. 

Name 

Address 


Signed 

PHONE ORDERS: Hi ng Show I lot 1 Lne: 061-456 883 5 

PJeaseqitfrte trerfil card number and fuii address - Ret ZAP 9 


I 

I 

I 

I 

I 

I 







THE ALL AMERK 


GARV PENN takes a brief look at FOURTEEN new US Go Id games —most of which will 
be released before Christmas — Including FIVE new Epyx games and FOUR arcade 

conversions! 


WORLD GAMES 







DESTROYER 


Warfare on the high seas, ctwriBsy of Epyx. This 
all action simulation puts you b command of a US 
naval destroyer (hence the tiiSe> with Several mis- 
sions to keep you on yourtoes —such as hunting 
submarines and rescuing stranded pacts. You 
can manage ihe entire she or, if flhal proves too 
■midi of a handful , man an individual station. If the 
graphics, sound, and gameptey are ail up to 
tpyx's usual standards, iftfift £Ssfjpyer should 
be Bomelhing special. IMorlunately, yog won't 
Seattle find out until early neAlyeer, . , 
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SUPER CYCLE 



Fancy a quick 140 mph bum around some of the meanest race tracks 
ever devrsed? Thrill to the startling realism of Super Cyste from Epyx! If 
you thought Pi (stop ft was the be-all and end-all in race games, then take 
a look at this! Jt s the most exhilarating race game to hit the 64 yeff In late 
August you too will be able to hurtle around ten different racetracks on a 
3-gear 75Qcc mean machine. There are three skill levels to test your 
concentration and nerve to the full, end a l£>0-name HI Score tabie which 


saves all those record scores to disk for posterity. SuperCyefs Is a Hang 
On player s dream come true — * full review next month] 




EXPRESS raider 



— £ M' B 


WiW 

'.(fwon 






1 


ICAN GOLD RUSH! 




CHAMPIONSHIP WRESTLING 



Who needs chunky graphics and 
awkward, unrewarding gameplay, 
anyway? Mot this game, that's for 
sure. Forget you ever heard of 
Hock J n ' Wrestle— Championship 
Wrestling from Epyx will make it 
pale into insignificance when 
released in October. It will be 
easier to use, and more realistic 
and enjoyable to play. Even the 
crowd become involved, and will 
probably hurt more at you than 
mere insults! As you can see from 
this screen shot the graphics are 
of a very high duality indeed — as 
one would expect from Epyx. 
There will be eight different, but 
equally aggressive, opponents to 
contend with, and no doubt all the 
atmosphere of the real thing. 


hot wheels 

N^T n d^, ,h ( t li ? le cars? 

0Jon | think you vvomih 
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basecf '{£ fi"*. ''l loosel V 

jOssst i 
§S3&2§ 
&SSS&8 

bemolrtion dertoy Oh dST 5 

£wentlonI°ffipop S JSwnto 

else. *** 11 WtKng to anyone 
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BSS&sar-"^ 
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Atari's dasicKWKjp 

needs no introductoi^ 
It is (he biggest gros- 
sing arcada game to 
date.ancfhasscfdln 
of S.OOQ units, 
conversion is 
being programmed by 
the team trial troughs 
you Bounder, and is 

rearing completion tar 
release in early 
November. Jtlsaduafly 
based on the new two 

player version oftha 

arcade game, which 
allows two players to 
play any of the- four 

characters, Gramfin are 
confident that they can 
squeeze virtually the 
whole game into the 
H with the exception 
of the speech— 
arthough they may gfeif 

have room for a few 

I words . , , 


ZZAPl 64 September 1986 35 









THE ALL AMERICAN GOLD RUSH! 


MOVIE MONSTER 

If the prospect of going on the ram- 
page and causing wanton world 
wide destruction sounds appeal- 
ing, then you're going to love this 
neal new game from Epyx. You 
can become Godzilla for a day, 
razing whole cities and scaring the 
living daylights out of wide eyed 
pedestrians. Don't take any of that 
F- 1 1 1 fighter gype from the armed 
forces — eat them! Roast them 
with your fiery breath! Destroy 
them with a single blow of your 
mighty tail! Who needs the Eiffel 
Tower anyway ... Big Beni Ah, so 
that's what I just sat on * . . How 
about playing the part of a Giant 
Wasp? Maybe a Giant Tarantula is 
more your lime? Or grossing it up in 
New York as the Glob? Causing 
mechanised mayhem in Moscow 
as the Megatron Robot? Or 
squashing cars and Policemen as 
the King Cream Puff? The choice 
is yours when Movie Monster is 
released at the end of October. 


J t-m - 


f*f % 

£ Jf * 


i ■ * ■ 


$ /» * 
/ 


•«itB»<i«a>fe*i 
’f »* •••tllflfll ■ 


mind pursuit 

WTh ,ffl lf,e cur- 

answer ^myou 

ij?!. ** tadrits 

3^°"s available ^ L ^hcan 
-isjJal or aural. fo tort, other* 

S P 3f- m there L/S?* 5 ° r ***** 

you read bv 

In n oxf morn's zz^pi ^ ftjN wvfe* 




XEVIOUS 

Another classic Atari ctfrop hits the 641 
was onginalfy written by Nascom 
and was probably the first vertfcally scrol- 
|R g shoot em up to appear in the arcades. 
If ™«tn ™ any great impact, but 
quickly developed a C uii blowing, and has 
since inspw&d several arcade and compu- 
ter games. The 64 conversion is fin&hed 

otOcloher 1 ^ retea5ed UI1tiF lh * be 9 innin f3 


* Mf* 


4 v t 





BEYOND THE FORBIDDEN FOREST 


BREAKTHRU 


'hjjttk 1 


In stunning 4D OmnivisiDnl Paul Norman's follow up lo Forbidden Forest is finished, and 
should bo availabUe by ihe time you read this. It carries on from where the original left oft, but 
now (hare are $K new nasties lo contend with, AN D you can move and lire in and out of Ihe 
screenl Full review next month , . , 
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High speed horizontal scrolling arcade action horn Data East due ' at ? 

SwsKfflSSSttSffias 
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Evesh 


/ THE BEST IN £»/ 

W BACKUP METHODS JTfTTi , f 
IS WOW EVEN BETTER 

MOW HANDLES PWOGrtAMS THAT LOAD SUBSEQUENT 

PAJITS 


ALWAYS A 


1541 Phvs 'cai e<a 

SS^'JES-^ 

r.. 


IMEW 

MK.III 

VERSION 


NCW inf FIFTH genrffltlOrt Lif I hr rajndyi ludlnq disc 
OKR-up/ucillry ja<“ k^ge is aw aiLihir Tho laces; wmen mckjcfct 

i?14ny m-orr PAlWMFTlIIJ " to hmdlt the (iltlt highly 
praraird dim, 

EVESKAM J minute NIBBLES is I he tM,n version at (hr 

irrlarnom Fwsh*n NtoWf-r" now tKUW!.'”i# even mort pawn 
and Will nemr sopy ev*n thf rrnstt highly 

pratmpd dlu* In H minuTti, I HaridfeS the lattic cyprs a f di&c 
FMftUor ivmplihly tui^mjlicall^, Th« Ofteff ,rv&v £ 1 tt* 
■■^r Df Itie ■ PAHAMrfEB COPIER" which [h f VHUI HK(W 
(oJe that ihf hjgmy pmcrrpnd programs chf<k for |Trrii is inc 
iTipDhJini drffrrrncf vvn ihjkrs this t*w tn?i:| At tne cirm* of oping 
10 prns i his progran toptret virtually awry disc program 
walla b4« for t«Mng Including tHa l«t«t In gimfi and 
faUilna>H uftwaii. 

DUAL DRIVE NIBBLE A shows ch* uir d rwo drive, to rriakc 
awn laitar back us lrrop«M<s device number chare* 
scshwareso na fwAvare mods nett’, wry 

"NOVA TRANSFER'' w*) rrantfer to dm the laietr Wnw Lcdd 
progrHmi hm luring multi pun Imdan. A very uvt^ul utility thPi 
also Inchrffj routinK to transfer "Summe' Cjiwj J[" and Beach 
Head II" to cfoc. " 

DISCO' win traTsfer standard speed load sohwmr to disc 
TRANS CIO " allows you cu wive a fast tMd syitem to iajot own 
dsu 

"DOUBLE BACK UP" es a «iy +Prt two drive p.n;k up 
As weft as mty important nhw^rms aM rrte old taueufltr trWitiK 
which hivr he.M’d earr DivhCc.*" such d large blowing are 
ncfcded t ip^e mcJud# Mtnu Maher |nl«ct|ve|, Fan 
Fatmwt , Unttnich, Dhs Mwthai, DIk Orderly, Fan File 
Copy, Jndtr, *li, r He, 

nw whokf oackege Is menu ranven and f Hi .w tostbooc s.ysrtm 
tn j -1 in tor your convenience Pays for irseir the first dlay you ri>ttive it 

ONLY £29.95 

[unmn wlHi aarlKa# irthinfti may return H UM along with 
a pqmtltl nf H.95 to r*t+htw Irt.d 
r»gan ara CBM I JJ and 1 9 JQ.7 1 tUipKlhl* hi M FMd«, 


QUIET DRIVE STOPS 


Thu p*.k*3i* rfxrvpor.Htej iirwitr».r dfipi (t- m« 19*11 riv- .■■■., *nd Par goad ■> 

dieiWl I ,v ■. ;•-•■. ;p ■ /.HI • , V .,;.■ 

sh« k The rirmem. Helps jarveni future ■ ri-.-n jaukwni ,n-d ir,»~ , *.t dn«^ t ,~,' 

wnii.-tiiiLT, 


ODDSANDENDS 


,eidyP'^ ™7 ^ 
naatleffHiN^V' V 
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c but peirups meffl 
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p.nyifi* 1 - '-i' 1 ' r| 1 ^, h seir. 

r^Etc^ and iVW^ ' ^ .^rh sb'^i 

oust tjrcwjm c *rt rldg* 

■ 

iPtt ntficri ff 1 yc* 1 
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I a"TSSwS 

,k rrwaoLn^ 1 
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(JOUBLF HP 1 
on PACKED 

BNGLES'O^ 

double SID* 
COMMOOOA* 1 

Mwi**®!! 

.rung Aftn lntM* 1 
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Frwip Frame MKN must have Deen tbr awld i moil powerful 
ar>tf most successful hackup prodL-r [Y* surras u f tee^r Fr^me 
spirted Lrve.raF Imitarors tu Uiey art pale stations of. kvrtar we are 
cur ivrncpd. s [he mpit advanced and «aty to m* backup product 
In th* entire world . p K 

f'jtow [Tie MKIII w»rt|*n has moved rr Fr¥ewFfjme ,, vwJl ahtad) of thr 
Of^KJsitton" As well as its unfailing Siciu in hantjllng every memory 
resident program 3Vaila£rfC r or wstrivj up to 1st July ?9B6 <r -.vifl now 
[rdnsfer from tape [:t > disc Ihe vast majority of program] that load 
lubtcquent parts. 

FEATURES 


• TAM TO DISC 

» DISC TO DISC 

• COMPtETFLVSELFCOKTAMCO. 
NO EXTRA SOFTWARE NEEDED 

• nUiCOWretSJEDFOftCCONOMV 
OF STORAGE SPACE 

• 1 Mfl 2WC0MPAT1BLF IN 
UHQU 


• TAM TO TAM 

• DfSCTQTAPf 

• flELOAD INDEPENDENT OF THE 
CARTRNXSF 

« NOW HANDLES PROGRAMS THAT 
LOAD EXTRA FARTS 

• PROGRAMS REST ART FROM THE 
POfVT BUTTON IS PASSED 


OPERATING FREEZE FRAME a 

-retie Frame - is ilmplkity ItUlflD w ft Is Cartridge based SO tS sanpiy 
pluggetf r'ltD the cartridge port When the c-o^tcr is switched On a 
message is displayed, pressaig StTUfirg - wrJI Clear the computer bark to 
the ™ rnai Stan up screen krftware Can rvwv be roaded from rape or dsc 
completely 31 normal. The latest wnkm of' "Ffw* Fran*- win to the 
™ af knuuutedgc. allow ANY software to JMd and run r^maffy 
i cfttipeBOve 1 products; 

"Fnrae Frame" can tit brmjght Jhta operabort ar any canven^nit point py 
^tiling f button oil iL Yo^j can Chen do one nf tTwtr thinqf, 

1 . PreuJng O will save a working version of the program In 
memory to a formatted tf| K . TWj version will include an 
auto booting very high jpcrVd reload (many programs 
reload In less than ID s*cxj. 

3. Pressing ' S will save to disc with a Standard reload speed 
that can be uietf by non !54)H0m drives US. ipec. 
machines, etc., but parlupx more fmportarrlfy by ntoit fast 
load cartridges and System*. Use Dolphin DOi to refoaif 
anything In less than 10 smj. [Afio lultable for U £ suee 

macfTlncj.J T 

*■ T Will save a working version of the program In 

memory to tape. Thl* incorporate! a high ipeed reload at 
approx, 2400 baud. 

IT S AS SIMPLE AS THAT 

AU PROGRAMS SAVED WITH FREEZE FRAME CAN 
RE RELOADED iNDEFENDANTL Y OF THE UTILITY 


Owners of earJIer versions can return Chen* 
and upgrade for ET4.4S. 

SFfttOtJ S fKAJPm flfflj mV IS AH EXTREMELY POWERFUL PROOUC 
AND If STRICTLY For PERSONA! USE poivr rnufl/irjF JT ibiT 

™b ™«, 

freeze frame , 


DOLPHIN DOS 


Like everyone inat has had the prea^ure of seeing thn system in 
operation you will Pe amciFed Dy both fhe speed and ease of 
use. Jt is com-patibie with the majority of commercial software, 
speeding up both the program loading and SEQ/KEL files 
Fitting requires the insertion of two suh assembly boards, one 
in the I 541 jnd one in the 64/' I2E This dues riot normally 
entail soldering, although a small amount will be necessary 
with some machines. 

ONLY £69.95 

If you roquirt! Furfbrr inform dliGTi please sern1 SAF for fact i.hret 

Operates With the CBM 64 or 120 In 64 mode With 1541 disc drlv 


THE DIFFERENCE IS STAUGS/p^ 

THE FEATURES < 

25x FASTER LOADING (PROGRAM FILES] 

] 2jt 1- AS I E R SAVING (PROGRAM FJLESJ 
10* FASTER LOADING | SEQUENTIAL VII ES? 
Ox FASTER SAVING (SEQUENTJAL FILES! 
lx FASTER LOAD AND SAVE (RELATIVE) 
f f hese figures do not aNmv tor searching] 
Easy DOS commands from function keys. 
Fast formats 40 tracks giving 749 blocks free 
Centronics dnver software inbuilt 
Machine code monitor 
e. Can be switched due if necessary 


SUBJECT TO A VAJ LABILITY. ALL ORDERS DESPATCHED THE WORKING DAY AFTER RECEIPT 




All prices include PSP and VAT. Send cheque , Postal 
Order or Credit Card No. Credit Card orders accep ted 
by phone. Callers welcome. Wide range of goods 
stocked . Trade enquiries welcome , European orders 
send price as advertised. Outside Europe £2.00 for 
airmail. Malt order to Evesham please. 


EVESHAM MICROS 

BRIDGE STREET, EVESHAM r 
WORCS, WRtf 4RY. 

Teh 0386 41989 




MICRO CENTRE 


1756 PERSHORE ROAD , 
COTTERtOGE, BIRMINGHAM. 
Tel: 021-458 4564 


In Australia contact: MICRO ACCESSORIES of 5 .A., 39b Anderson Walk. Smithfield South Australia 5114 Tel (08 1 2bA 62S4 







>*£MP 


Presentation 78% 

Adequate instructions, nice title 
screen and in-garne presents 
tion. 


Graphics 49% 

Bi g , but not very del ai led sprites 
and simple backdrops. 


Sound 21% 

Very few spot FX 


Hook ability 55% 

Simple to get into, but lacking 
immediate action. 


Instability 44% 

Slow and repetitive, but quite 
playable. 


Value For Money 45% 

An average game which is well 
Packaged- 


Overall 44% 

A simple cross between Farad- 
raid and impossible Mission. 


E DWARD as an Environments 
Defence WAR Den, a super 
computer wtio happens, to 
be in control of a new prototype 
warship, codename Arachnid. 
Unfortunately, a massive solar 
flare damaged him beyond repair, 
and Mission Control lost all con- 
tact . , , 

EDWARD still thinks he is in Red 
Alert mode — stupid computer. 
Now, anything that comes within 
range is automatically obliterated. 
And in twenty four hours the 
Arachnid will be_ passing by the 
planet Venus . . . Oh dear, oh dear. 

The ultimate objective of the 
game is to disable the warship, 
and thus prevent EDWARD from 
destroying Venus, by using your 
skill and judgement, and informa- 
tion extracted from your bnefing. 


* ? Droids could have 

* 7 ^, been art in teres t- 
Wj |8fi ing game with its 
arcade and puzzle 
elements, but 
unfortunately it isn't so hot in 
terms of gameplay, The firing 
system is difficult, since your 
droid can only fire when you are 
facing either (eft or right end to 
do that you have to be running. 
You usually overtake EDWARD 's 
droid end it ail becomes rather 
annoying. The puzzles 
interested me fora few goes, but 
even they become boring. Over- 
aft this game isn't up to much, 
and t cant see it interesting 
many people at ait. 






f '5 This isn't too bad 
J for a first release, 1 

suppose, but it 
could have been a 
lot better with a Ut- 
ile more effort. It strikes me as 
being a sort of P&radroid deriva- 
tive, but from a different wen'- 
point. The pace is too slow for 
my liking , and although there's 
plenty to do, the game isn't very 
exciting to play Some pretty 
graphics and a decent sound- 
track would have livened things 
up a bit — but oof much. 
Anglosoft show promise, HI say 
that. Hopefully, their next mil be 
a better example of what they 
can do. 


The Arachnid, on which 
EDWARD is based, is the first 
unmanned, warship in its class, ft is 
very heavily armed, and swarming 
with droids all awaiting to engage 
you in combat. Fortunately, you 
ere armed with a nifty laser cannon 
and 255 units of energy. 

Firing fhe cannon depletes your 
energy supply, but it can be 
replenished by successfully com- 
pleting a Frogger type sub-game, 
accessible from one of the many 
computer terminals scattered 
around the ship. Unfortunately, 
them are only six energy packs on 
each level. 

The on-screen display shows a 
side view of two decks on which 
you can move around and blast 
away to your heart's content. 
Doors and vertical conveyor belts 


Irnk the decks, and these must be 
used to move between floors. 
Transporters are thoughtfully pro- 
vided so that you can move to dif- 
ferent areas of the ship. 

Each level car only be shut by 
entering the correct five bit code 
into one of the computer terminals. 
However, to do this you must first 
dispose of all the droids on that 
level — not an easy task. 


TJrffr is a loose 
cross between 
fA iuMK Fanadrord and 
Impossible Mis- 
sion, but unfortu- 
nately it hasn't got the playability 
of either. There are plenty of 
good ideas within the game, but 
on the whole the game is a duff 
one which gets boring after a 
couple of plays. The graphics 
aren't too bad and the title 
screen is pretty good , but the 
sound is virtually non-existent 
ft's a shame that the game is so 
dull, it has some nice ideas which 
unfortunately haven't been 
expanded upon. As it stands t 
can f really recommend lt r 


DROIDS 

Anglosoft, £7.95 cass, £12.95 disk, joystick only 
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Battle for Midway, Battle of Britain, Theatre Europe, 
Falklands ‘82, Iwo Jima, AND NOW - 


MAIN MAP 



On the evening of 
24th May 1941, HMS Hood 
took a direct hit in her 
magazine. Of the 1415 men 
on board, only 3 escaped 
with their lives. 
BISMARCK had claimed 
her first kill..... 


AIR RECON MAP 




Features; GAME CONTROLS: Command Bismarck 
vs. Computer, Royal Navy vs. Computer, Full 
joystick control, Icon driven, Variable speed game. 
Variable difficulty level, “Set Battles" option, Save 
Game, Real time Action. FLEET CONTROLS: Main 
map screen, Air reconnaissance screen, Weather 
forecasting. SHIP CONTROLS: Visual search from 
bridge, Radar search, Control heading, speed etc., 
Fire heavy guns, Control anti -aircrafty guns, 
Allocate damage control via fully detailed plan 
views, Torpedo attacks, Fairey Swordfish flight 
simulator, 


To receive your FREE Demonstration Tape of 
BISMARCK and a catalogue of our other products, 
send a self addressed envelope (at least 11cm X 
22cm) with a 17p stamp to “BISMARCK DEMO", 
DEPT Z, PSS, 452 STONEY STANTON RD, 
COVENTRY, GV6 5DG. TEL (0203) 667556, (Offer 

only available while stocks last) 


CBM 64/128 9.95 (C) 14.95 (D) 

WlBr.lMBBl l 








Firebird, £1*99 cass, joys 
tick only 


Presentation 64% 

Nothing spectacular, but 
adequate, 

Graphics 63% 

Poor use of the bas-relief effect 
all round. 

Sound 90% 

Meaty Rob Hubbar d soundtrack 
pounds away throughout the 
game — the spot FX and jingles 
are good, too. 

Hooka billty 86% 

A delight to get Into. 

Instability 79% 

Not a great deal of variety, but 
addictive all the same. 

Value For Money 86% 

Lots of good solid blasting for 
only two quid. 

Overall 80% 

One ot the better shoot em ups 
on the 64 — one of the cheapest , 
too. 


A ttention all Joystick 
wagglers of the nth degree 
— your latest all zapping, 
all blasting, all anarchic mission is 
about to unfold before your very 
eyes courtesy of Proteus Develop- 
ments and Firebird. Warhawk is a 
vertically scrolling shoot em up 
which has you battling your way 
through squads of aliens over vari- 
ous terrains set or the none too 
stable remains of decaying 
asteroids. 

The aliens take various forms, ell 
with their own characteristics. 
There are galactic mines which 
plummet towards Warhawk verti- 
cally, Scorpions which stand in line 
waiting for your arrival then sud^ 
denty flying into a sadistic attack, 
and mutant Pac Men who look as if 


they are quite easy to deal with, 
but just when you think you've 
overcome them they turn tail anef 
return with a vengeance. Accom- 
panying these are other nasties 
which have no power to blast you, 
but do provide a challenge. 

Ypyr hardships are not merely 
restricted to advancing alien 
forces, oh no. amongst them are 
the flotsam and jetsam of outer 
space in the form of boulders 
which hurtle towards you. If you 
can't blast them, then avoid them 
— and if you can't avoid them, 
then say bye bye to your energy. 

Each level is built up in a similar 
fashion, comprising of zapping 
your way through hoards of aliens 
(just as well your ship incorporates 
the latest in laser blasters, isn't it?), 
and knocking down towers that 
cover the surface of each 
planetoid. When you have done 
that for a sufficient time, then you 
meet the big nasty itself! Tack ling it 
is straightforward enough, but 
difficult ft) — the main tactic being 
shooting it to death as it whizzes 
across the screen. Completing 
that successfully, you are then 
launched into further stages of 
frantic battling. 

The scoring system is simplicity 
Itself —the more aliens you obliter- 
ate the bigger score you get — and 
it is displayed at the bottom of the 
screen along with your power 
packs, represented by nine yellow 


W #4 1 Yawn, thought /, 

another cheapy 
rf* nflB shoot em up. But 
wait this familiar 
and somewhat 
tired concept has been given an 
interesting new (ease of life, in 
traditional ZZAPt style i played h 
without instructions , and let's 
face it with this game who needs 
'em? ft just proves how playable 
this game i$. Thrilled by the 
graphics and amazed by the 
superb sound (the music is well 
up to Rob Hubbard’s usual 
excellent standards and the 
effects are also very good), Tve 
been returning to it again and 
again. The game itself does look 
a little tike Uridium, but then both 
am based on the arcade g&m& 
Star Force. At only £199 no self 
respecting 64 shoot em up freak 
should be without it. Excuse me , 
but Tm off to have another go , . . 


triangles which slowly diminish 
according to the amount of injuries 
you sustain. Luckily your power 
packs are replenished at the 
beginning of each level. The levels 
continue with wave after wave of 
aliens, each level becoming more 
treacherous than the last. 


,-^ 1 ^ This isn't at all bad, 

■^S 2 i£ ~ especially if you're 
a shoot em up 
fanatic who wants 
something 

reminiscent of the arcade game 
StaiTorce. The graphics are Quite 
good and there am plenty of bad- 
dies fo keep you on your toes 
The Rob Hubbard tune pounds 
away adding a certain freneti- 
cisi n to the game, { (iked playing 
if, and as budget games go, this 
is certainly one of the better 


L* I'm not overly keen 

Jf. L h on this average 

Bten tWH Starforce Clone. It 
features some of 
the weakest bas- 
relief graphics I’ve seen on the 
64 — surprising, considering 
how simple It is to produce 
deconi quality metallic charac- 
ters. Rob Hubbard^ title screen 
music is good , but it doesn't 
work so weli when played 
throughout the game — it would 
have been berrer fo have more 
FX and no music during the 
game. As shoot em ups go this 
isn't bad, and at two quid it's 
worthy of consideration. 
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THE SOFTWARE 

The software supplied is either tape or disk, 
you don't get both so make sure that you get 
the necessary system. Disk users are belter 
catered for, but not much. Tape users still get a 
good deal, they just get less demos and 
sounds than the disk users, lit detail the tape 
version of the software, with notes for disk 
users , . , 

You get \2 preset sounds to play with {24 on 
disk) in fl or 4-note polyphony (an ensemble 
function places two voices on each note 
played, therefore giving double quality* 
sounds. Unfortunately, this reduces the 
polyphony to 4 notes, but it's well worth it), The 
sounds ar© marvellous, a treat to hear, Some 
would not be out of place in a recording studio. 
There is a great variety of sounds, and the 1 real' 
sounds, eg strings, electric piano, pagan etc. 
are very realistic. 

There are a couple of more abstract Synth 
sounds, one of which could have come straight 
from a Howard Jones album. It's that good. I 
needn't describe all the sounds hens, as future 
software wil 1 1 et you create a ny sound you wish. 
At the moment though, the preset sounds are 
so good you won't be pining too much for other 
software. 

There are numerous ways of playing the 
keyboard, you can have a split keyboard, ie a 
different sound at ench side of a user-definable 


The IVlighty Bogg (aka Graham 
plays around with Com mo cf or 
Music Expansion System ... 


I sn'i i| strange how all reviews fend to follow 
a similar format? Especially when they are 
about musical products. They all start by say- 
ing 'The Commodore 64 Is welt known for its 
musical capabilities . . . blah , , . bfah . . . blah 
. . , ' which leads nicely into the review. I'm not 
going to say that (he says r knowing full well 
that he just has done) because we all know 
how good the 64 is musically. But, Music Sales 
have come up with a device which leaves even 
the amazing SID chip way behind — the fm 
sound ex bander. Officially it is called the music 
expansion, system, but that's too long 10 keep 
repeating, and the abbreviation is rather dread - 
ful So. til refer to it as the fm expander. 

To gel your FM Expander you will need in the 
region of 150 quid. All of you who went 'What! f 
and are about to turn the page, don't. It's an 
absolute bargain. Anyone who has had any 
experience of synthesizers will tell you that. 
Out now you want to know WHY Ft^ such a 
bargain, probably thinking that there must be a 
catch somewhere. Weil, there's no catch, just 
unbelievable Value For Money. 

For your 150 you get: a full-size five octave 
keyboard, the fm exfanoer module (the heart of 
the system) and sound studio, a software pac- 
kage. In addition to these main components 
you get a two manuals, two leads, and the FM 
Expander software.. All contained in a four-foot 
long box that makes everyone stare at you with 
abject curiosity. 

THE KEYBOARD 


Doesn't need; much explaining, this one. !t‘s a 
61 note job which has full-sized keys, and it 
plugs into ihe side of the Expander module, 
which is a cartridge (more about that shortly). 
The keyboard is excellent. Can't fault it. That's 
about it! 


THE MODULE 


This is a cartridge in the now standard CBM 
shape, ie weird. It is the heart of the entire sys - 
tem, producing all the sounds, it has 8 indi- 
vidual voices, so 9-note chords are standard. 
The sounds are produced using state-of-the- 
art FM technology, as used in the legendary 
V&maha DX7 synthesizer. Indeed, the chips are 
manufactured by Yamaha themselves which is 
a guarantee of quality in anyone's mind. Now 
consider this: The DX7 wilt set you back a four- 
figure sum, whereas your Expander is little 
above the two-figure mark. 

Obviously the DX7 is much better, but you 
are still getting the sam© technology, although 
In a slightly reduced format, FM sound synth- 
esis can create many sounds, real or other- 
wise. and they all sound marvellous. You can- 
not create your own sounds with the software 
supplied, but there are software packages 
coming out soon which will enable you to do 
so, 

You can hook up the expander to a hi-fi if you 
wish, or even to your humble TV. The former is 
strongly recommended, the latter is not. Two 
leads are supplied, one is for connecting your 
TV via the audio DIN socket on the back of your 
64, the other is tor connecting to a CBM 
monitor. 
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split, you can have one-finger chords, auto- 
accompanied rhythms, memory play (play a 
chord and it will continue to play when you let 
go ot the keys), and the standard 0 note or 4 
note polyphony. The rhythms are, quite frankly, 
naff. You can play along with them or use auto- 
accompaniment. This is clever, as each rhythm 
has a preset bass and chord pattern which 


plays along with the rhythm. 

When you get bored of this, you can try the 
fuff machine. This is entertaining, but unfortu- 


nately you canl play along. There are disco, 
pqr and country banjos (disk users get big band 
riffs as well). Select the riff you wish to hear, 
and then press any of the piano keys. Each rfff 
title has twelve sub-tunes, selected by each 
n ote of any octave , eg C plays riff 1 , C # plays if ff 
2. and so on. The disco and pop riffs belong in 
the 1970s. 1 don't think you'll find too many of 
these being played in your local disco., but they 
are well arranged and do grow on you, country 
banjos am just that, if you like banjos you'll (ike 
the 12 banjo riffs, buf it's not really my cup of 
tea. The siqband riffs (disk only) are really great. 
After hearing these a few times you'll start to 
dance when James Last comes on the wire- 
less, as they are spot-on. Great stuff ! 

After the riffs you get the actual music 
demos, which are very good indeed. There's 
telstar (out of date synth -rock) and. if you're 
using the disk version, winner takes all and 
fairy dance (uncanny lead sound). All of these 
are superbly arranged, and are entertaining for 
a time, incidentally, you can play along with 
these tunes, but you do lose the lead voice. 

The only bad thing about all the facilities 
described so far, is that options can only bo 
selected by using the function keys. This is very 
fiddly Ybu have to hit FI to move a 'highlighter 1 
bar up, and F3 to move it down, and then F7 to 
'fire'. It really is irritating, especially when 
choosing sounds, as you have to go down the 
entire list of sounds if you want the last one, 
This is but a minor criticism though, consider- 
ing what can be done. 

Well, I think that's it FM-wise. By now if you’re 
not convinced enough to go out and buy a 
wusic exfwjder system, then I don't know what 
to say to you. Take up pigeons or something. 

THE SOUND STUDIO 

The last thing to tell you about is the sound 
studio. This is a SID- based piece of software, 
and does not interact with the fm exfandeh in 
any way at all., ft is an odd addition to the pac- 
kage — let me explain why . . . 

As soon as I heard the FM expander, I aban- 
doned all projects connected with the SID 
chip, as going from the quality of FM to the 
rather lesser quality of SED is like going from a 
Rolls Royce to a donkey. However, 1 shall com- 
plete the job and tell you more about sound 
studio „ . . 

There are two separate programs here, the 
sound editor and the music editor. Each loads 
separately. Sound Editor is used to create up 
to 60 sounds, for use with Music Editor. Unfor- 
tunately. this program is written in basso, and is 
a bit slow in operation. However, there are 
many useful tricks, such as vibrato, pulse mqd- 
ulaiiow, and pqrtawento — most of the things 
you'd expect to find on a decent synthesizer. 
SID is used to the full and nothing is left out. 

Editing a sound is easy enough. Choose a 
sound from 1 to 60 (that's a hell of a lot of 
sounds), and using cursor keys position an 
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arrow over a sound parameter you wish to 
change, eg the waveform. Then, cursor left or 
right to alter the parameter. You can hear the 
sound at any point, for reference, and really 
you shouldn’t have any problems, l didn't, and 
if that's the case then it must be easy. All 60 
sounds are saved as a Sound Bank, which can 
then be loaded into the Music Editor program. 

The Music Editor is very tricky, but after a 
few goes you get used to it. All music is entered 
in individual 'tracks', ie Voice i is track 1, Voice 
2 track 2, and so on. You can enter music in 
Real Time, ie As You Play ft. This can be fun, in 
my case I made so many mistakes (you can 
only use the ptastic Music Maker overlay — 
UURGH!) that I gave up on this section after a 
short while. With a bit of practise on the plastic 
overlay (which is not supplied I hasten to add) 
you can cope, but I find it pretty tough going. 
It’s, a shame that the large Five Octave 
keyboard from the FM Expander isn’t compati- 
ble, as this would make life much easier. 

The alternative to Real Time entry is Step 
Time, Each note of each track is entered indi- 
vidually, in a sort of 'program listing" format, 
You sort out which track you want, and then 
enter your notes. The formal for this is NOTE, 
octave, and value. You have to enter whole 
tunes tike this, and it's really painful. However, 
editing is simple, you just scroll through the 
listing, and insert your new note in the right 
place. You can have a new sound on each note 
if you like, and can use up to 60 sounds created 
with the Sound Editor. 

There am some demo sounds to get you 
started, so with 60 of them you shouldn't go 
short just yet. Selections of music can be 
repeated very easily, just by scrolling through 
the music and Inserting markers for start/end/ 
number of repeats. It can be difficult actually 
following your music, as you don't get a musi- 
cal stave, but it's easy enough to get used to. If 
you've a very long piece m music, you don't 
have to scroll through it all to modify one note 
nght at the end,, you just jump to the correct 
line of the listing. You can have 3450 notes per 
tune, which is a lot of music. 

Tunes can be loaded and saved to tape or 
disk. The trend these days is for music to run 
independently of the utility, but most programs 
do not have this facility. That goes for this one 
too, you can't run music without the program in 
memory. So, after all this effort on your part, 
what does the music actually sound like? The 
answer , , . GOOD. You won't become Rob 
Hubbard overnight, but you do get part way 
there! There are a couple of demo tunes 
supplied, but they aren't anything special, and 
don't show the package in its true light. 

All in all, this is one of the best SID packages 
on the market. The only snag is not being able 
to run music without the main program in mem- 
ory, which would put it above many of the other 
music programs on the market. Take note 
Music Sales! 

Well, that's about it from me, by now you ought 
to be reaching for your wallet, but if not . . . why 
not? Overall, this is the most exciting musical 
package ever produced for the 64/128, and 
with the new software and MIDI interface on 
the horizon us music buffs are in for a VERY 
exciting time. Ef you want a chat about any of 
the things mentioned here, why not mail me on 
COMPUNET, ID GM3, Or On MICRONET ID 
919994961. 

ADIOS AMIGOS! 

Bogg 
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Smash your way through an immense, hostile world where Ninjas and Shoguns lie In am hush 
and wild animals crouch ready to strikel Take the challenge - only you a true FIST master 
can survive to (he topi C64 Cassette £9*95* Disk £14,95. 

Soon available for Spectrum and Amstral 


ibptf irun C64 virikia. Bihar vewoni nlf differ. 


MELBOURNE HOUSE 


kj*wi -c^ tfa 



1 L IV J 1 


IITI 

9 

VII 


im* H ai i«sp i Pi ■ M is nprd ! Ifl W#>ihrti imp HmiAft F.fi H nh Rrrppl Harrnlfln Wifih Kirftsfmn iinnn Trumps Rljitpu K T 1 4 HR Tfllettion.fi' :D» \9433911 Telex: 935425 MELRSO Fflcs: I'Qf 19432688 





^MERCENARY (S%! 

vnarn. ra.M Ciu. 


NcrVMnn, 

ZZAP Overall Pmtir-iJ M% 


12 fPj'BO UNDER 

GfWPlR firaptucs, C3 96 CAW 
?.7AP-OvHniJI Radii# 97% 


E14 * Hist; 


22 f-jSLAMBALL 

AmtjMCAn.1, S3 39 cisn 
ZZAP CJVWBJl HfflingK-% 


3 INTERNATIONAL KARATE (8%) 13 (TTJY1E AR KUNG-FU 23 (20)n AMBO 

Sysiem 3. f6 50 raw fcttagjne, S.95 rass VSt^rT 

ZHf*Ow«ifWiG9l% Zljfc Owa* Haling ttP% ZZftP! MM R**fl 


4 [2}PARADROIDf6%J 

i luwtan, C7.95 casa, £ 1 c 1 9$ «tak. 
ZZAP Oventn Ruling 97% 


14 (TGJCOMMANDQ 

eirtfl ts 96 cuss. £14.95 tbah 
ZZAP Ov*4dl ftstmg. 7 7% 


24 (^GHOSTS AND GOBLINS 
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5 (5MAR0BALL (6%) 
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15 (^LEADER BOARD 

US Cold, £9.95 cans. £ 1 4.95 disk 
7ZAP 1 Overall Ruling 37%. 


25 ^rJFlGHT NIGHT 
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6 ff^SUPERBOWL (5%) 

Ocean. E&.96 raw 
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ZZAP! Over ell RiHmy 53% 


27 j^REVS 
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ZZAP Overall Rating 96% 
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US Qrkl £9-95 ciuiS, El 4,95 disK US Goto, P3.96 rasa, £ 1 4.gs tfsk E *.-® w ^ 


ZZAP Overall Ranrig *7% 


ZZAP! Overt# fiatam 79% 


ZZAP! Overall Rating 96% 


9 WINTER GAMES (2%) 

US &oW, E9.M raw. £14 35 di 4k 
ZZAP Overall Ratm# 94% 


ISfiaPITSTOPH 

US C-inlrL.'Ffiy.. £9 95 case. £1 4.0* dH 
ZZAP 1 Oseiaii Ftelrng 91 % 
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YOU COULD WIN SOFTWARE BY VOTING FOR THE ZZAP! 

READERS TOP 30 CHART! 


Every n itar itli we give away on amazing £40 worth of software to ihrr first person whose ZZAP I READERS TOP 30 VOTING FORM is pulled 
Fom The bag The winner also receives a super ZZAP 1 64 1 -shirt Four runners up get a T-shirt and a ZZAP! Cap So al l you have to do is hll out 
the form below, remembering to put your name and address down, list your live favourite games in descending order l remember they must 
be o -leased games that you have played), state which software you would like do a total value of £40 1 should you win, arid your T-shirt size 
dxM.L) Then send your form in to the address shown 


ZZAP! 64 TOP 30 VOTING COUPON 

(Please write in block capitals) 

1 am voting for the following five games: 

Name 



2 

, 3 


PrmtrnrlR . . . . a , fc a ....... r B .. . 

5 

If 1 win the £40 worth of software, the games I would like are : 
Game (and software house} 

ZZAP! TOP 30, PO BOX 10, LUDLOW, 

My T-shirt size is S/M/L 

SHROPSHIRE SY8 1DB 
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AGHOSTIN'N 
A GOBLIN . . . 

I despise this time of year — the pathetic heat generated by your under- 
powered sun makes my viewing utensils steam up. I wHl have to get 
some sort ol air-conditioning Installed Into my suit, But even the dis- 
comfort from the heat pates into insignificance when compared next to 
that generated by Girly Penn's smug visage as he struts around the 
77AP * offices like anover-sexed rooster in a henhouse. 

Still the task of ridding Penn, is easier than destroying your sun, so it is 
with these thoughts in mind that l set about finding a worthy challenger 
to wipe the floor with him. During my search I stumbled across a Matthew 
Ward hailing from Ifford in a meticulously named county called Essex. A 
high score of 37,000 on Ghosts 'n ' Goblins put him in a class above the 
others, so I summoned him to ZZ AP ! TO WE RS, l made sure ih at Penn the 
pest lienee wasn't informed that he was to play Ghosts J n 1 Gab/ins until a 
day before the challenge Consequently, he had precious little lime to 

^TTiVqame itself has a strange storyline. An ugly looking human female 
has been kidnapped by a handsome demon prince wno is. for reasons 
best known to hsmseif (but I can think of many), keeping her captive in a 
castle You play a knight who goes to her rescue, which involves battling 
through many screens of the demon's territory. I was looking forward to 
seeing Penn being knobbied by zombies, bats and other unfriendly crea- 
tures. 


The fateful day dawned and 
Matthew arrived with a fresh and 
keen took spread over his features. 

I thought ho seemed a little young, 
and on enquiring his age was told 
that he was a mere 1 4 years of age , 
But I then remembered that a 
minute fellow of similar age had 
disposed of that rheum ic rhesus, 
Rignall, many moons ago. New- 
found hope pounded through my 
pulmonary system. With him, 
Matthew brought a willing chap 
who had dutifully carried his joys- 
tick all the way from his home 
town. It was a strange looking 
object with a long shaft and a 
large, bulbous knob at the end. ! 
had never seen one like this 
before, but was told it worked 
efficiently and was even offered 
the chance to give it a quick once- 


ZZAPf team, but he seemed confi- 
dent enough and. the presence of 
his quiet friend seemed to reas- 
sure him. Both the challenger and 
the challenged reached the first 
bird demon at the same time and 
battled to clear the route to the 
next section. 

Penn disposed of the winged 
meanie first and gained a small 
advantage. He was told of his pos- 
ition and a sick -making smile of 
glee etched itself onto hi 15 pasty 
features. This smugness was $oon 
cut short as he misjudged a jump 
and fell into the river just beyond 
the demon. My mernment was 
paramount, and l turned the vol- 
ume switch on my laughter circuits 
to their maximum so that he could 
hear my chuckling. This seemed 
to unsettle the vile creature, and I 


.. . 


Cool, calm and relaxed — Matthew battles on bravely, safe in the 
knowledge that Penn is an imbecile. 


over. But I declined — more impor- 
tant things were afoot, 

Penn tried to psyche out my m in i 
challenger with an ugly looking 
sneer (with such a vile face it 
couldn't have proved too difficult), 
but the tough chap just stared 
stonily back — a sensible move. 1 
hurled one of my metal gauntlets 
at the girly one's ear which soon 
stopped his feeble tactics, Before 
he had a chance to open his foul 
mouth I laid down the rules of tbe 
challenge: the best of three 
attempted rescues. After I had 
explained this three times to the 
treacle-brained Penn, he finally 
grasped the gist of the competition 
and I ordered play to commence 
Both players started simultane- 
ously and both monitors sang the 
Gfioste n 1 Goblins soundtrack as 
one, l watched my challenger 
intently to see if his playing abilities 
were being impaired by thte jeering 


watched him intently in the hope 
that another mistake would. follow. 

Meanwhile, my humble chah ■ 
lenger plodded on, and no loss of 
life had occured by the time he had 
reached the ice palace. The girly, 
on the other hand, was having 
more problems and had lost his 
armour whilst making his way 
through the palace. Hal Living on 
the knife edge he continued 
through the ghost town clad only 
in his underpays (not a pretty 
sight), 

The players were still neck and 
neck as they began to ascend the 
decrepit building, but Matthew’s 
loss of armour at the very pinnacle 
of the construction cost him vital 
time, Penn continued to speed 
through the game and by ih( ;j time 
he reached the horizontally mov- 
ing platform stage he was quite a 
distance ahead. But the foolish 
child let his confidence get the bet- 
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ter of him, and a casual joystick 
movement saw his on-screen form 
casually fall into the gaping pit at 
the bottom of the screen. HAf If 
someone informed me that he was 
the recipient of a full frontal 
lobotomy, it wouldn't surprise rne 
in the slightest, 

Penn, although having lost a life, 
was still in the lead. But then, 
whilst tackling the winged guar- 
dian of the bridge, he lost his 
armour and shortly thereafter the 
nude knight was consumed by the 
flames raging through the bridge 
slats. Penn the pus- rid den was 
once more forced to attempt the 
bridge, and again problems reared 
their beautiful heads with the 
bridge taking another life in way of 


a toll. Penn’s problems were to 
Matthew’s advantage, an-d plod- 
ding steadily on he caught up and 
passed his opponent. 

Both reached the palace entr- 
ance safely, but then Penn's 
armour was removed by a fireball 
from the fatty doorman, and within 
a few seconds he was fatally 
stomped into the ground by the 
overweight hulk! His game had 
finished, allowing my challenger to 
continue onto victory! My pleasure 
circuits all but fused themselves as 
waves of happiness coursed 
through my body and 1 reached for 
my container, poured myself some 
extra thick Harpic, and supped in 
celebration. 

My challenger had the advan- 
tage and looked in supreme form. 


Penn looked like my cocktail, both 
shaken and very stirred. Even with 
his Simeon supporters shouting 
words of encouragement, he 
seemed to be in a deep depres- 
sion. Seeing his condition 1 
immediately ordered the next 
game to begin. 

My observations of the putrid 
one’s mental condition seemed 
consolidated when I saw that he 
had lost his armour only seconds 
after beginning his second game. I 
watched intently as he struggled 
through the first section and 
noticed that beads of sweat had 
started to run from his forehead 
and armpits, I thanked the God of 
Games that I'd forgotten to 
implant my smell circuits that 
morning. Penn managed to claw 
his way to the second section but 


fell down the exact same hole as in 
the previous game. What a totally 
incompetent moron! Doesn't he 
ever learn? Obviously not! 

My challenger continued his 
measured pace with a stoic 
expression. Nothing seemed to 
break his concentration, not even 
when Rig nail lit up a foul roll of 
weed and began blowing smoke 
in his cti rection . What a sick animal ! 
I reassured myself with the know- 
ledge that the pathetic wimp was 
Slowly killing himself by inhaling 
the odious gasses given off by the 
cancer-stick. The stupidity of the 
human race knows no bounds. 

My thoughts were broken when 
a strangled cry issued from the 
Penn camp — the fool had entered 
the ice palace and had instantly 
lost his armour! From then on he 
was forced to slow down and take 
more care, 1 watched and 
savoured every precious moment 
as my challenger pulled further 







victor 






rec**'”" 


S ****«« 




and further ahead * , , What a whitewash! At last I am 

I continued to watch as Penn making Penn look like the incom- 

made his way through the ice patent idiot he really is. Speaking 

palace. The putrescent person of the devil I looked over to see 

had nearly finished this section how he was faring and was sur- 

when he ran into more trouble — prised to see that he had slightly 

after jumping onto the final plat- reduced the distance between 

lorm, which drops down to ghost himself end my hero-in-the-mak- 

lown level, the cretinous chump ing. I drained my container to the 

mis-timed his leap a nd plummeted d reg s and dispensed anot her H ar- 

down a deep, dark ravine, Oh F joy pic to steady my beating hearts, 
of joysM wished the feeble minded Penn negotiated the castle 
poseu r would stay in that dark, drawbridge with difficulty and 1 

dank hole and die. Unfortunately. was pleased to see the fool acd- 

he didn't. Pouring myself my third dentally stumble into a fireball and 

extra thick Harpic I settled back lose his armour. However, he was 

and looked on as this excuse tor a soon awarded a new suit after 

games player started the ice beating the fatty guardian stand- 

palace section all over again, ing at the end of the bridge, 

My brave and heroic challenger, Matthew was still ahead as Penn 

oozing confidence, was battling tackled the horizontally moving 

on bravely. AH five lives intact, 
miles ahead of the giriy - - * HA! 


platforms, Judging by the twitch- much for N$ bugs] Matthew was 

mg of Penn's disgusting body and still plodding ahead when Penn 

the animal-like grunts issuing forth met the guardian of the castle 

from his cankerous lips, the moron gate. As he began to fire at its over - 

was having problems with jumping sized body it jumped forward and 

from platform to platform. I stomped on him, removing his 

watched carefully, and my vigi- armour in the process, Penn grip- 

lance was rewarded— I witnessed ped his joystick harder in despera- 

him misjudge a jump and fall into tion and pressed the fire button at 

the abyss below; Penn's penulti- double the speed . . . but to no 

mate life lostt Trying to cover his avail — fatty threw a delicious f ire- 

stupid mistake he began to wbinge ball which consumed the knight 

and whine about ‘bugs' in the and terminated Penn's game? 

game. But I ignored his meanings Matthew was still going strong, but 

— I wasn't going to let the vile ere- it didn't matter — Penn the preten - 

ature cheat his way out of defeat, tious pouting prune had lost, and I 
The oversized ape was still mur- had won! I drained my container 

muring about 'bugs' as he tackled and shorted a fuse in my arm to 

the platform sequence again. make sure that I wasn't hallueinat- 

Unfortunately. this time he man- mg. Such joyf Such happiness! 

aged lo gel through safely — so Another ZZAP! chump ion 

deposed! I turned to my drs- 
hpensher and poured myshelf yet 
another Harpic, Tonight would be 
anight of shelebration , . , 




At this present time t am seriously consicterrng going back to my 
home planet tor an overhaul. The celebrations that followed the 
defeat of Penn, the self acclaimed 'superstar’, have left me weary 
and rather ill Nevertheless I must confess that 1 haven't had such a 
good time since I won the Masterbtazer title many moons ago. 

The craze of the month seems to be SfambaH — I have never had 
so many entries for one game! All J can say is congratulations to the 
top scorer, a wondrous female who has beaten oil all male compet- 
ition and earned herselt a place amongst the immortals. 

That is all for this month. Keep sending in your scores, and 
remember; there are games other than Sfambatl . . , 


THE SCORELORD 
SPEAKETH 


ACE (Cascade) 

26.090 John Doyle, Kimnamoch, Ayr- 
shire 

1 7.750 Bruce Wood , Harworth. S Yorks 

BOMB JACK (Elite) 

402.030 Nicholas Yarfiam, Norwich, 
Norton 

360.770 Mark Taylor, Stanford-le- 
Hnpfi, Essex 

352,420 Wayne Gunnell, London N5 
350,460 Briar Tyrrell Si Sampsons. 

Qurnsev 

301 ,010 &ajg Percy, Cramlington, N 
Humbs 

£97,050 Trods IMondfaih. 2620 
Albert siund, Denmark 

263.300 Toby Browner, Thorpe Bay, 
Esse* 

253,510 Jason Timms, Doncaster, S 
Yorks 

242,32 0 Sieve Black, Pittenweem, FHa 
229,790 Reuben Sampson, Shore 
Blackpool 

209.030 Andrew Edwards, Syeton, 

Leics 

9ARHY Me GUI GAN'S BOXING {Ac- 
tivision) 

£26,577,000 Davrd North, Bour- 
nemouth, Dorset 

Cl 0,265,000 Adam Gladstone. Bury, 
Lancs. 

COMMANDO (Elite) 

1 5.604.300 Kenneth Wilson, Bragbly 
Ferry. Dundee 

1 1 .952.900 Roderick Boyd, London 
SWT 

CAULDRON II {Palace} 

26.000 Stephan Lunn. Wisbech, 

Cambs 

14.1 &□ S nice Wood, Harworth , 3 Yorks 

1 1 .750 Rick Jongs, Dover, Kent 

ENCOUNTER (Novagen) 

553.900 Mick 0'R&-lfy, Rishton. Lancs 

GRIBBLY'5 DAY OUT [Hew$on| 

24.776 Sieve bee, Guildford, Surrey 

GREEN BERET (Imagine) 

1 32,450 Merit Watson, Consett. Go 
Durham 

97.600 Graig Percy. Cramllngton, 
Northumberland 

90,100 All Kerwelf, Guildford, Surrey 

85.500 James Duffy. Coventry 
77 ,520 Scott Grecen , Whitley Bay, T yrte 
and Wear 

GHOSTS AND GOBLINS (Ettte) 

37.000 Matthew Ward. Ilford, Essex 

3 1 .000 N ick Mam hall .Tun bridge Walls, 
Kent 

28.900 J Macmanus, Barnstaple. 

Devon 

27.000 Julian Qginnell, Worthing, W 
Sussex 

22,350 Brian Tyrrell, St Sampsons, 
Gurnsay 

2Q.30O All KemeH, Guildford, Surrey 

INTERNATIONAL KARATE (System 

3) 

95.000 Mark Watson, Consett. Co 
Durham 

74.800 Justin Evans, Furfoy, Surrey 

64.600 James Wood. Sloke-on-Trent, 
Staffs 

62.200 Darren Brewster, Birmingham 
62,1 00 Toby Simpson, Leicester 

6 1 . 800 R ick Jones, Dover, Kent 

61 .000 Dean Grans, Newbury, Berks 

58.500 Philip Brooke, Madely, Crewo 

56,700 Asif Rahman, Thornton Heath, 
Surrey 

54.600 A drew Edwards. Syslar. Leics 

53.600 Mick WaH, Sheffield 
53 ,600 Garry Leslie, Berwick -on- 
Tweed, Northumberland 

52.000 Somebody, Newark, Notts 
51-900 John Marshall, Clifton Estate, 
Nottingham 

4B.500 Sanjay Vaghela, Rugby, Warks 
4 B. 1 00 Jack Gall ifor d . F unbridge Walls, 
Kent 

47.200 St epehsn Lunn, Wisbech, 
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Cambs 

4 1 .QbO Mark Ainswort h. Congteton, 
Cheshire 


KUNG-FU MASTER (US Gate) 

1,116, 143 Bruce Wood, Herworth, E 
Yorks 

623,286 Saajay Vaghete, Rugby. Warks 

WORONIS RIFT (Activston) 

96,430 Colin Burroughs, Ipswich, Suf- 

KANE (Masterlronic 

108.773 firuco Wood, Harworth, S 
Yorks 

LAW OF THE WEST {US Gold 

7.672 Jonathan Twist. Blackpool, 
Lancs 

7.187 John Marshal. Clifton Estate, 
Nottingham 

6, BS2 Erik Sorenson, 7760 Hump Thy, 
Denmark 

MERCENARY (Novegeh) 

1 ,909, OOOcr Jimmy 'hubbububbs* 
Thomas. Fishguard. Dyfod 
1 ,9G9,0GQer Ian Robinson . London N 1 7 

MI SSION AD (Odin) 

14,705 Julian RigriSfl, ZZAP! Towers 
12,975 Okfy Pane, ZZAPITowem 

NEW YORK CtTY {US Gold) 

4,241 t ;iiria Breed. Slough, Harks. 

PARadrOid (Hewson Consultants) 

1 13,445 John Doyle, Kifimarhoch, Ayr- 
shire 

PING PONG (Imagine) 

32.930 Paul Smith, Stourbridge, W 
Mhds 


3 1 , 1 83 Lara Roar Johansen , N2 1 90 
Disenrte, Norway 

26,900 Mick Wall. Sheffield 
25,870 Adam Gladstone. Bury, Lancs 

20.860 deeper Jespersen , 470C Naesf- 

ved, Denmark 

ROCKIN' WRESTLE (Melbourne 
Reuse) 

642,480 Jamie Ford, Southampton 

REVS (Firebird) 

ALL TIMES StLVERSTONE; 

1 -25-6 Jascm Lock, Basildon, Esses 

1 .26.6 Roderick Boyd, London SWl 

1 .27.6 Adam Gladstone, Bury, Lancs 

RAM BO (Ocean) 

1 .1 1 3,100 Stanley Overy. Dumbarton 

RAGING BEAST (Firebird) 

63,889 Mwrk Taylor, Stanford-le-Hope, 

63,642 Mark Watson, Consett, Co 
Durham 

62.973 Rick Wilson, Poyntcn, Cheshire 
30,429 Andrew Osbourne, Bury St 
Edmunds, Suffolk 

SCARABAEUS (Ariola&Oft) 

256.1 26 Luis Truyano. Stockport, Che- 
shire 

74,501 lan Robrnaon, London N17 

SABOTEUR (DuroN) 

£36,800- John Troinor, Barhead, Glas- 
gow 

STAR QUAKE {Bubble Bub) 

140,204 Somebody. Newark, Nona 
1 29,682 Sleven Medcrafl, Rayleigh, 
Essex 

106.860 Ali Karwell, Guildford, Surrey 
63,690 Mark Taylor, Stanford le-Hope. 
Essex 


SKOGLUAZE (Microsphere) 

44 , 1 1 0 Lars Bar up SOfeftMfi, 8800 Vib- 
org. Dan mark 

28,670 Paul Molley, Kneb worth, Herts 

SLAM BALL {Americana) 

2.520.430 Thea Bradbury. Cambridge 
2.505,758 Steve Warble, Coventry 
2,321 ,1 B0 Dai Powell, Pembroke, 
Dyfed 

2.101 ,450 Stephen Lunn, Wisbech, 
Cambs 

1 ,872,790 Derrick Andrews, Bristol 
1 ,706,620 Andrew Leach, Croydon, 
Surrey 

1 ,534,480 Paul Lambert, London W9 
1,504 ,560 Jonathan Pratt. Newbury, 
Berks 

1 .453.7 1 0 B Bartlett, London N 1 

1,4 40, 660 Mark Dixon, Paddock Wood, 
Kent 

1,375,370 Sami Khan, Hounslow, 
i Middx 

1.349,270 Alistair McNally, Prestwick 
1,307,320 Mark Ainsworth, Cengieton, 
Cheshire 

1 .247.100 Julian Bade, Redcar, Cleve- 
land 

1.164.100 Paul Bucktao, Bareham- 
WQOd, Herts 

1 .136.200 Howard Harris, Hadley 
Wood!, Herts 

1.116.750 John Ainsworth, Congfoton, 
Cheshire 

1 ,1 04,250 Steprten Owen, High 
Wycombe, Bucks. 

1 ,060,660 Mark Taylor, Stanford- le- 
Hops, Essex 

1 ,096,21 OTim Weiton, Halifax, W Yorks 

1 .083.71 0 Jason Atkina, Newbury. 
Barks 

1 ,066,130 Jack Polubmskl, Edgbaslon, 
Birmingham 

t ,064,350 I Cotlier/N Clarke, Bristol 
1 .01 2,350 Philip Homan, Leicester 

908.500 Adrian VYebbedey, Crow- 
borough, E Sussex 

980,630 Shane Nugent. Preston. Lancs 
964 ,340 Colin Burroughs, I pswich „ Suf- 
folk 

837,930 Sandy Rears, Newbury. Berks 
832,580 Reuben Sampson. Shore, 
Blackpool 

826.650 Stephano Crex», London E5 
810,980 Paul Cannsll, Heme Bay, Kent 
797,490 Gerard Harris, (ver Heath- 
Sucks 

776,720 Andrew Osbourns, Bury St 
Edmunds, Suffolk 
769,070 Chris Moore, Faddiley, 
Nantwich 

61O.02O Ffog&r Hpghmoor, Poynton, 
Cheshire 

608,0 10 Paul Hofodnyi, Huddersfield 

603.700 Jason Lock, Basildon, Essex 

THRUST (Firebird) 

1 00, 550 Chris Cease*, Armlgy, Leeds 

92.700 Dean Crane. Nawbury. Berks 
76,400 Roderrck Boyd, London SWl 

63.650 Alistair McNally, Prestwick 

30.750 lan Robinson. London N17 

TAU cm (CRL) 

20,465 Robert Elliot, Middlesbrough, 
Cleveland 

URIDfUM (Hewson Consultants) 

1 ,007,605 Russel Wallace, Dun- 
taughaina, Co Dublin 
787.01 5 Stuart Galloway, Yardley 
Wood, Birmingham 
6 1 4, 1 95 John Doyle. K»lm&moch , Ayr- 
shire 

432,375 Chns Rimmell, Sutton Col- 
dfield. Birmingham 

v(0M*ri 

21 .200 Danny Pratl, Southampton 
2l ,100 John Doyle, Kiknamoc-h, Ayr- 
shire 

1 8. 1 00 Brooe Wood , Harworth, S Yorks 

YI E AH KUNG-FU (imagine) 

1 02.562.500 Scott Garden, Whitley 
Bay, Tyne and Wear 

Z(Rhfoo) 

1 07,300 Mark Tayior, Slerilord-lB- 
Hope. Esaek 





Trained to kill, you must penetrate the defenses of 
Abraxas, destroy the terrorist HjQ. and glide to safety. 


Contact Mike Segrue or 
Duncan Lowthian. 



(Juicksilva Ltd., Victory House, 
Leicester Place, 

London WC2H 7m. 

Tali 01-499 0666 



4 CLASSIC GAMES FOR THE PRICE OF ONE! 


YOUR COMMODORE WONT 
BELIEVE ITS LUCK 

BEST OF BEYOND IS AVAILABLE NOW FROM ALL GOOD SOFTWARE 
DEALERS . IN CASE OF DIFFICULTY PLEASE WRITE TO 
BEYOND SOFTWARE FIRST FLOOR 64-76 NEW OXFORD ST 
LONDON IVCW TEU 
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COMMODORE 64 
£9-95 
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ANTHONY CLARKE has been chatting 
up the local Commodores with the aid 
of SUPERIOR SOFTWARE’S SPEECH. 
Here’s how he got on . . . 



Si m ■ 


■ : 1 


The * PITCH command goes 
some way to helping the *SAY 
command by setting the 
speed at which the phonemes 
are spoken to an optimum rate 
for what is being said, it works! 
to a degree, but doesn't 
improve trie quality of the 
speech much. 

The 'SPEAK command is 
much better to use and allows 
direct entry of any of the 49 
phonemes so that the best 
sounds can be made. This 
does take time, though, and 
good results are not easily pro- 
duced. 

The speech program comes 
with 3 other programs, the first 
is a demo that tries to show 
you the good points but man- 
ages to put me off. 

The second is an educa- 
tional program, similar to 
speak and spell, though it 
should only be used to teach 
the household robot as it takes 
quite a white to understand 
some the words. The program 
does have three skill levels, 
and, if you break into the prog- 
ram. the ability to change the 
questions (ho ho). 

The last p rogram is SAYFI LE 
which recites the contents of 
any file on your disk, be it a 
basic program, sequential file 
or a user (machine code) file. 
Unfortunately, the speed of 
execution is terrible, although I 
suppose it could have uses in 
reading back a page of hex to 
check for errors. 

As far as I can $ee r this sort 
of utility has limited potential 
and appeal, if a more realistic 
version was to appear then 
you could also hook up an 
Optical Character Reader 
wh ich allows the bl Ind to ' read ' 
normal books. Superior's 
speech is not clear enough for 
this! and takes far too long to 
respond to an input. 

If you're interested in this 
program then you should be 
able to buy it from most 
software shops at a price of 
£9.95 on cassette and El 1,95 
on disk. 


Programmer Steve Batter iff 


Superior's speech synthesizer 
takes up 9k of the 64 s memory 
and, as the advert so blatantly 
tells us, requires no extra 
hardware for operation. The 
system includes its own com- 
mands into the commodore 
BASIC, although to use a com- 
mand you have to put a * in 
front of it. In this way you're 
given control over the pitch of 
the speech as well as being 
able to enter speech directly 
by using the *SAY command. 

'SAY takes any string, well 
almost as it doesn't like any 
shifted symbols or strange 
word structures, and converts 
it into phonemes. Phonemes 
are basic sounds that make up 
normal speech and when 
strung together make a fairly 
recognizable sound. Unfortu- 
nately, the processing time 
taken to work out the required 
phonemes i s aby sma I at abo ut J 
5 seconds — after which, the 
screen goes blank while the i 
sentence is said. The 'LIGHT 
command leaves the screen 
on but the quality of sound is 
reduced. 
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as poor Gilby ricochets off every- 
thing In sight at high Delta V. loose 
saw a pinball game being sold in 
America which claimed that ’you 
are the pinball', but when I played 
it, it turned out to be just a scrol ling 
pin-table, and you were the flip- 
pers. not the ball, In Phase II of 
IRIDlS you are definitely the ball. 
No doubt about it. And you get 
hotly pursued by four flying 
eyeballs. 

In Phase ll there are 256 possi- 
ble courses, each one different — 

I worked this trick by generating 
each level randomly out of 20 or 30 
basic components, But, to ensure 
that each level would be consis- 
tent from game to game, I seeded 
the random number generator 
with the level number each time 
the course gets generated , You 
get distinct courses for each level, 
but Level 1 will always look like 
Level 1 , for example , and won’t be 
random every time you go in, so, 
you can make maps and learn the 
courses as you play. It s neat, 1 coz 
it looks as if I carefully designed 
and stored all those different 
courses, and al 1 1 really did was cal I 
the PT RAN® routine a couple of 
times, I love cheating, 

WELLARD 

I’ve included a neat high score 
table, and a new system of graph i- 
cally displaying the player's prog- 
ress through the game, as well as 
progressive opening of the Warp 
Gate as the player's skill 
increases. The game now starts up 
with only one planet, so that new 
players have a chance without it all 


THE FINAL CUT? 

And now, the end is near 
And so I face the final curtain 
My friends , 1*11 say it clear 
1 7 f state my case, of which I’m 
certain 

I did it my way , . . 


I'M A HERO 

As I write this. IRIDlS is nearly 
completed. I just gave the first pre- 
production prototype to one of the 
Hewson mob, ready to be dupli- 
cated and dished out to the press 
at the press launch on Thursday, 
Getting it ready for the press 
launch has meant a couple of all- 
nighters over the last weekend, 
but it's worth i| — l! got it done, so 
I'm a hero . . . 

PHASE II 

Basically, since last time I wrote. 
I've been doing Phase II most of 
the time. I finished otf the tricky 
AGQNT routine, and defined the 
data for all 100 attack waves, then 
I got down to doing Phase II which 
was interesting, 'coz it’s a verti- 
cally scrolling game, and I don’t 
usually do vert-scrollers. 

Although I described it before as 
3 loose cross between Phase l of 
0ATALYX and MARBLE MAD- 
NESS, it is actually closer to a 
cross between Phase I of 
BATALYX and pinball. When, 
ou’re playing it, vou get the odd 






being too complicated. Once the 
third wave flicker Ships — well 
'ard) is passed, the second planet 
becomes available. As the player 
goes through the game, more 
planets become available, and he 
can sustain his game by earning 


extra lives on Phase II. 

I had a bit of room knocking 
about u ndar the Kemat so l fitted in 
my DMA demo; it’s available from 
inside MIF (the little pause mode 
sub-game I wrote in France), 


There’s else a title page under 
there, and a twenty-name Hi Score 
table (full of default entries like 
YAK, PSY and MAT, RATT, and 
vanous other Compunetters) . . . 

All that’s really left for me to do 


now is final debug, tidying up of 
rough edges, and add a couple of 
surprises . . . maybe , I have a week 
or so to do that, then It’s the end- 
of-July deadline and if I don't make 
it I get parts of my anatomy chop- 
ped off, ni do it. I'm a hero, like I 
said, without even playing GIG- 
GLES. 

A GOOD U N 

One thing I like about IRI DIS is that 
it’s got very playable, more so than 
just about any other of my games. 

I realised this when t passed the 
point that comes whenever you 
write a game; there's always a day 
when the game stops being just a 
collection of scroll routines and 
stuff that you have to run. and 
debug a and starts to become a real 
game. You know it's happened 
because you find yourself testing 
the game even when Ft doesn't 
need any testing, and suddenly all 
your mates know the SYS number 
to get it started, and use it fre- 
quently, IRIDlS passed that point 
a while back, and it's now well into 
the Mights out, heavy rock music 


in I D I S A LPH A brought to you by 
YAK ihe hairy, with the support erf 
the GoGfl Cola Company, Atari UK. 
Pink Floyd and Genesis, Heavy 
Meial, Wad worths 6X, Ratt, Ben, 
Mat, Psy, Wutf, etc. Compunet. 
Dried leaves diffused in boiling 
water, MIND WALKER. MARBLE 
MADNESS , STAR GATE , Taun - ; 

fauns, Camels. Llamas. Sheep 
and Goats . MARBLE MAD- 
NESS . . . 

Assembled on a C 1 2S using p par- 
tially-finished JGL assembler and 
the horrible, stow Commodore 
rtisk drives Next time I’m gonna 
use a 650? X-AS M n inning in 2.5 
Megabytes of RAM on mo trusty 
ST. ... 


on, colour on monitor nice 'n' high, 
let’s go give em HB-U ' siege it's 
great when you've done the high 
score table and you can rack up a 
good ’un, too. Remember way 
back when l started and had 
nothing much beyond a star scroll, 
and I said that IRIDlS was gonna 
blast like crazy? t was right . , , he 
he. 

I'M OFF 

After I’ve finished; 1m off to Corfu 
for a couple of week's well-earned 
rest doing nothing but parascend- 
ing, lying on the beach, and getting 
paralytic at Mrs Platypus’s bar, ■ 
And playing SATAN OF SATURN, 
the local video game. And listening 
to 'Brothers in Arms', 

Finally, then, l will leave you, 
having chronicled the progress of 
IRIDlS from conception to birth, If 
you love a blaster then I think you’ll 
like IRIDlS It's been heavy work, 
but ultimately worth it, I think. 

Long live Gilby! Death to the 
Zzyaxiansl 
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TIPS 


Ugh. It’s exceedingly hoi and sweaty at 2ZAP! Towers at the 
moment, so we’re all merrily sucking away on a variety of dribbling 
Ice creams end lollies (Lyons Maid’s well-yummy Big Squeeze in 
particular). This Is all very well, but I frequently end up with sticky, 
orange flavoured keys. It makes typing rather tricky, although I must 
admit my keyboard has never tasted better . * . 

If you can't gat the Hating for the cassette version of Spindizzy to 
work, then you're doing something wrong. It does work. You're 
probably leaving out the REM statement, which is, like, essential, 
man, 

Andrew P Scouler of Totton, Southampton had some Crazy Comet 

POKEs printed a couple of issues back, and he wrote in to point out 
that there were a few errors* Type in the following before you enter 
any POKEs or SYStam calls . * , 

POKE 20449,96 
SYS 20399 

Also, POKE 24756,50 after hearing the hl-score table music, 'cos 
otherwise you won't be able to hear the in-game music when you 
play, it also means that SYS 26366 will work. I must point out that the 
POKEs worked fine as printed (well, they did for me}, but I thought t 
ought to tell you alt the same. 

the International Karate POKEs printed last month were by The 
Alchemist and Garfield who are members of ACS International Inc. 
Oh, and a special hello to Matt and Griz Young from Canterbury in 
Kent Anyway, on with your monthly dose of tips "n* the like . * . 


OLLIE S FOLLIES (Americana) 


Wow. Two more codes for Frank 
Cohen's crumbly platform 
game, courtesy of A Terrell from 
Burnley in Lancs. Type NQRBI to 
jump to level 15, and better still, 
type ZOQOM to jump to level 19E 


Oh yes* Barry Dickinson (no 

address supplied) reckons that 
pressing F3 skips levels. 
Reckon-ee. Jimmy HIM. Run that 
by me again, muther. No, I'm 
afraid It doesn't work (silly boy}. 


ENCOUNTER (Novagen) 


H the Ides of being Invincible 
appeals to you (hen try these 
POKEs from Gary Saunders of 
Lexden, Colchester, Essex. 
Rewind your Encounter cassette 
to the beginning end type in this 
listing . . , 

iOFORA=OTQ22:READC:POKE 

52224+ A, C 

20T=T+C:NEXT 

30 IF T < >3Q26 THEN PRINT 

"ERROR IN DAT A": END 

40 DATA 169, 54,133, 1, 162 

50 DATA 2, 169,234, 157, 14 


60 DATA 166, 202,16,250 
70 DATA 141,220, 170, 141 
60 DATA £21, 170, 76, 0, 156 

Now RUN it Type LOAD (RE- 
TURN), 'press play on tape', and 
when the READY prompt 
appears, enter the following: 

POKE £623,76:PQKE 

2624,0:POKE 2625,204flUN 

The rest of the game will now 
load and run, and you will be . . , 
invincible! 




GHETTO BLASTER (Virgin) 


A teens/ weensy tip from Tony 
Joinson who lives in Hanley, 
Stoke-on-Trent, Staffs. Simply 
press the 'up arrow* key to 
change the colour scheme. Use- 
less. but amusing, methinks. 
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GREEN BERET (lmagfne| 


I refuse to believe that anyone 
has finished this game without 
cheating; it's Just like Green Hat 
himself — well hard (ho ho). Any- 
way, Papathflofanous Marios 
comes from Athen? in Greece 
and has kindly supplied some 
POKEs to make life easier. 
Rewind your copy of Green Hat 
to toe beginning end type in one 
of the following listings 
( whichever takes your fancy), , . 

190 REM EXTRA UVES POKES 
FOR GREEN BERET BY MANQS 
110 PRINT CHR3{T 47} 

120 FOR 1=8192 TO 8230: READ 

A; POKE I. A: NEXT 

130 INPUT "HOW MANY LIVES 

(<128r:LV:lf LV<0 OR LV>127 

THEN 130 

140 POKE 8224.LV 

150 SYS (8192) 

160 DATA 169, 1, 170,166,32 
170 DATA 166, 255, 169,0,32 
180 DATA 189, 255, 169, 0, 32 
190 DATA 213, 255,160,7,105 
200 DATA 31, 32, 153. 205,5 
210 DATA 136, 16, 247,108,36 
220 DATA 3. 169,2, 141,241 
230 DATA 54, 76. 253, 61 


OR: 

100 REM INFINITE LIVES POKES 
FOR GREEN BERET BY MANOS 
110 PRINT CHRSfl 47) 

120 FOR I=&192 TO 82 30: READ 
A: POKE I .A: NEXT 
130 SYS (0192) 

1 40 DATA 1 69, 1 , 170. 1 SB. 32 
150 DATA 186, 255.169. 0.32 
1 60 DATA 189, 255, 1 59, 0, 32 
170 DATA 2 13. 255, 160.7, 105 
180 DATA 3 1,32, 153, 205,5 
190 DATA 136. 16,247, 108, 36 
200 DATA 3, 169, 173, 141,53 
210 DATA 21, 76, 253,61 

New PUN the program and fol- 
low the on-screen instructions. 
The game should load and run 
as normal, but you will have a 
few extra lives to piay with. 

Oh yes, Amir Khan from Lon- 
don Swig, wrote in to say that if 
you Jump up, and then press the 
7 key whilst pushing up on the 
joystick, Mr Hat freezes in mid- 
air. Gosh, 1 can't say that 1 found 
this a useful tip, because (didn't 
You might, but then you're not 
me. If you ware, you wouldn’t 
either. 


FRANTIC FREDDIE (Audiogenic) 


I haven't got a copy of this game, 
so I couldn't test the following 
POKES from Paul C of Sutton 
Coldfield. Oh well, type LOAD 
(RETURN) and press p lay on tape 
to load the first part of the game. 
When the READY prompt 
appears, enter these POKEs . . . 

POKE 1011,226 
POKE 1012,252 


Now type RUN (RETURN) to loa d 
the rest of the game. When the 
64 resets, type in the following: 

FOR A =31 234 TO 31305:POKE 
A, 0: NEXT 

for infinite lives, 

POKE 2569,255 

to remove the interlude screens. 
SYS 2088 to start. 


GRIBBLY S DAY OUT (Hewson) 


A few useful POKEs from 
Anthony Cox. Rewind your GriO- 
hly's tape to toe beginning and 
type SYS 63276, then press play 
on tape. When the FOUND mes- 
sage appears, press toe Com- 
modore key and enter these 
POKEs . , . 

POKE 964,76 
POKE 965,167 
POKE 966,2 
POKE 679,169 
POKE 600,0 
POKE 681, 141 


POKE 582.6 
POKE $83,126 
POKE 684,76 
POKE 685.226 
POKE 686,252 

POKE 783,1 :SYS 62028 to load 
toe rest of the game. When your 
64 resets, type In the following: 

FOR Z- 3648 TO 4095: POKE 
Z.O.NEXT 

to make Soon the Mutant Blab- 
go rian disappear! 

SYS 1 7038 to atari the gama. 



LE EMPIRE (Alllgata) 


Good or Gazza Saunders has 
some POKEjj for this ageing 
arcade conversion. Type in this 
listing . . , 

1 0 FOR A~0TQ34;READG:PQKE 
52224 -fA,C:NEXT A 
20 SYS 52227 
30 DATA 76. 174.2, 169. 1 
40 DATA 170, 160, 32, 106, 255 
50 DATA 189, 0,133,183.32 
60 DATA 21 3. 255. 169, 76, 1 4 1 
70 DATA 209. 3. 1 69, 24B, 1 41 


m DATA 210, 3.169. 252,141 
90 DATA 21 1 , 3. 76,0,204 

Now type RUN (RETURN) and 
prose play on tope to load Eagte 
Empire. When the 64 resets, 
enter these POKEs . , . 

POKE 21640,76 
POKE 21641 ,149 
POKE 21642,84 

... to kill all sprite collision 
detection. SYS 16215 to start 
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EUREKA (Domark) 

The following POKES are also 
from Paul C. may give m starting! 
vigour of 12B, rather than SO, on 
all 5 adventures without touch- 
ing the arcade game, ft certainly 
makes some of them a bit easier 
Type LOAD (RETURN) and 
press play on tape to load the 
first part of the required adven- 
ture. When the READY prompt 
appears , enter these two PO KEs 


POKE 1011,0 
POKE I012 r 0 

Now type RUN (RETURN) to load 
the next part. At the first availa- 
ble opportunity, enter the fol- 
lowing to load and run the lest 
part of the game , . 

POKE 40609,120 
POKE 40613,126 
POKE 40621,120 

SYS 679:SYS 2096:SYS 40576 


1985 (Masterlronlc) 

Mr A Cox also supplied some 
POKEs fur this a going Gravity 
clone. Load the game, reset 
your 64, and enter tho POKES. 

POKE 20527,169 
POKE 20526,255 
POKE 20529,141 
POKE 20530,45 
POKE 20531 ,97 
POKE 20532,234 
fur 255 lives. 

POKE 24035,0 

to give you immunity from the 
bullets and saucers on the 
planet surface. 

SYS 200QQ restarts the game. 


SPOOKS 

(Maiteitronfc; 

Some more easy to enter POKES 
from Paul C. Type in the fallow- 
ing end then RUN it... 

1 SYS 63276 POKE 
631,255:POKE S32,2:POKE 
7B3.1:SYS 62828 

2 POKE 749,226: POKE 
750,252 POKE 770,1 67:POKE 
771, 2: POKE 776,167 

When the 64 resets, enter POKE 
1 491 9, 1 73 to step the nestles kil- 
ling you. SYS 5616 starts the 
game. 



GHOSTS N ' GOBLINS (Elite) 


By the time you read this. Ghosts 
7i ' Gob/ins will have been aval la- 
dle fur about a month, so here 
are loads of useful PQKEs. 
Thanks to JOB of the Meanteam 
Cracking Service, West Mid- 
lands; Simon Jennings from 
Great Yarmouth; Michael 
Anthony from Prescot, Merse- 
yside; Lee Taylor from Clevefeys, 
Nr Blackpool, Lancs; and Cobra 
from the Hampshire Cracking 
Service . . . Simply reset your 64 
and enter any of the following; 


POKE 21 75,(0-255) 

number of lives, 

POKE 2358,234 
POKE 2359,234 
POKE 2360,234 

for infinite lives. 

POKE 2203,(0-3) 

to start on any of the four levels. 

POKE 2214,(1-5) 

for any of the five weapons. 

POKE 34042,255 

to make the zombies bring up 
more pots, 

POKE 21 90,(0-15) 

to change the main sprite col- 
ours. 

POKE 7486,56 

to make the plant fire in the 
opposite direction. 


POKE 224G r 9 

gives you nine minutes to com- 
plete each level. 

POKE 3901,0 

for unlimited time 

POKE 7086,10 

to make the zombies jump 
around on level one {rather 
amusing). 

POKE 7086,0 

to allow you to walk through 
zombies. 

POKE 7086,15 

to make the zombies turn into 
bags as soon as they appear! 

POKE 7086,12 

to allow the zombies carry you 
around without killing you (very 
amusing)! 

POKE 7066,13 

to make the zombies fly! 

POKE 7086,1 

to tum the zombies into spitting 
plants! 

Adam Wright from Sheffield also 
sent in a neat POKE , * ♦ 

POKE 4242,42 

fora "smart bomb' effect. 

SYS 2126 to restart. This is all 
very welt, but can anyone come 
up with a method for entering 
the above PQKEs which doesn’t 
require a reset? 


QUINTIC WARRIOR 
(Qukksllva) 


11 you were to load your copy ol 
Quintic WatttQf and reset 11 you 
could enter some PQKEs from 
Anthony Cox of Chapping Sud- 
bury, Bristol . . . 

POKE 8547,173 
for infinite iives- 

POKE 8532,169 
POKE 8533,0 
POKE 6534,234 
to become invincible. 

POKE 16640,9ft 

to stop you dying when the 
ahem reach the top of the 
screen. 

SYS 8233 restarts the game. 


CHUCKIE EGG 
(A'n'FJ 

Some morbo PQKEs from 
Anthony Cox, Reset your 64 and 
enter the following; 

POKE 16351 .255 

for 255 lives. 

SYS 14646 to restart the game. 
Press CTRL/Fl to quit the game 
and play It as normal . 


(the company) 
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TIPS 


ARK PANDORA (RJnoJ 

Use the map in conjunction with the following solution 
from David Taylor who lives in Birmingham . . . 

Get the FINE NET from the HOUSE and give it to the HUNTER who will 
exchange ft for a WOODEN HANDLE. Go to the WELL and use the handle 
to get a STUDDED BALL. Use the studded ball to kill the WARLOCK. Get 
the AXE from the SMITHY and give it to the HERMIT to get a knife. Cut 
the CONDEMNED MAN's bonds with the knife, and in return he will give 
you a S Hi NY AM U LET. Gi ve this to the W ITC H to get a TRAl N ED E AG LE . 
Gel the CRUCIFIX from the CHURCH and kill the HIGH PRIEST with it. 
Get bus ROBE and use it to past the SURLY GUARD. Go to the 
LIBRARY and use the trained eagle to gel the SCROLL. Exit via the 
MOAT, and 90 to the I N LET next to the PORT I N N where a SH I P wil I lake 
you away. 




A 


v 


& 


v 


pax 

PEftD 


Ld-Cf 
cAl lid 

|HlLfc^ lrT , 
K.HlfE.| 


AlWltSIDE 
fKW . 
£1*0/ 


fat*) 


(Sf*TS, 

ftOO'RS) 




EC Ml 
EhJ) 


PAfcK 

-h 


D ARK 

fBXri 

SfAP) 


cgtfJk&E: 

1 fftoftt.J 


B*T5 


STAt.r 

BE«H 

{5 NX".* 
OilicJ 


. * 

Soft", ) 


r 

— t— 


PAftK 

(6**5/ 


iYuftWiP 
I f HIGH f**X 
(to®* } 




HUtXAIiSE 


SXU.L* 

»< 


t-vKiif* 


WHY 


.(fcfillWrr) 


C&t 


mK 

(WT 1 


FIRmcc 

(IMRK. 

TR£E3 1 


rrhfte. 


Park 

■ f&*fs, 
BflAlL) 


, R 0 «l ' 

ri 


. Rc.fi.D 

I'tfttc -j j 


^■ALL£P 


yj-ut 


CLHultCH 


WA.LLEB 
. CfXftllCM 


RonD 

-1 HJLCV 


SiMlTHT 

(l*rg,& 


COTfA&E, 
fhYwTEft 
„ MAn&X 

so® pi 

SHAKE J 


lilEtjES 

'rtwcc) 


, * 0*0 
( S'bHS SAT 
+ PCiP.7 ft* * 
RftLfTCt f* 
T OVi*n ) 


VRlM 
WtfGH 

i .fttue/ 


R. 0 *D 
Cl «n,f) 


RaftO 

,(Tfl£E5 

WALiJ 


►{*«**■ , 
5ufcw,f ) 


ftiYUftSIflE 


n&AD 


^5NftKE)^ Zrtlt£S ) 




HflWS 


Hl.v| 

HtMMIN l 
■SI&N 

" SAtrWfr * 


f 


r p Kills' 
00 * 


r fTMEl} „ 


H0V5E 


RLOftD 

►(flowurtWTj- 


&Q*P 
"(FCWC tJ ' 


ANWKSlK. ■ 
tairH w^l 


V 


fifW 


AffXC? 

-<U> 


rck\d 


SIMMS 


SMRlNE. 

. t^n , 

P..I 


Haus£ 




‘fti'ntteiot-. 


twuif 

{5*M- Fflftf i 
■ HfiAE V 
EmDJ 


W*LL 

^■iTUO&Ejr 

WU.) 


(T“y£ 

MET) 


STa*LE5 
. ' ™ *1 1 1 
£*JD> 


.(fisftp 

E»%D) 


'?S* 


Cl^JD£XHtP 

‘(SHlHf 

amwultJ 


!&» 


TMLHCHJ5E 
i (KEVJ 




(pt^P 

) 


1 % s-i J 1 


■ urJT.MM i #{ * Jtou*flW$ ■* ■*• f^** r Whl||. ■ 


^TflUWTAlHS 

(MXuad^ 








*OAT 

. *. 

F_j 4 ITi.hH 

FRSf* 

FAIlACC) 


PMJrCE 
, CwrdAirT-E 


tXlT 

Tti 

(ONE, 

h«rj 


GAT£ ^ 

t 

THflil 

■* ffefTCt^S + 

* ftlSONtR 

t 

TWO 

f 


PEA* 

Emu 

njPtHes 

TWff 

^ uWAftY 


t lasd 

iy of tt 
and Ian 
the way, these 
the CBS/Epyx 
the US Gotd/Epyx 
to load the 
ktW. ten 

ffrcREAD\ 

LOAD "".l.t to 
part Now enter the fol 

POKE 500S2 r 248;PO 
50053.252 


'£ 50032 to 

in the ot 
these 


IKEs 


E 2 140,24 8: POKE 
1,252:SYS21D5 

load the next 

game. Once that 
type In the following: 

POKE 679 r 1 STROKE 
600,55, POKE 6S1 , m^FOKf 

682.1 POKE 683. 169: PC 
684.27 

POKE 685.141 POKE 

686.1 7-POKE dS/^OS.-POKE 
68fi,96iPOKE 689. 198:POK£ 

690.1 

POKE 69 1.76: POKE 
693. 1 76. POKE 45240,167: 
45241,2 

SYS 639 to load the k 
the game. When the 
prompt appears you can ent 

POKE 381 77,96 :SYS 14421 

. to start the ga me without j 
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THRUST (Firebfrd)i 

A small tip to make your thrust- 
ing a little easier, from Leighton 
Phillips of Abertillery, Gwent. 
Hold down F 5 and F7 TOGET HE R 
to fly In slow motion and make 
those tricky passages easier to 
negotiate. 


L5jT 

( the logo) 


MERCENARY (Novagen) 


WANTED! 

MONTY MOLE (Gremlin Graphics) 


It you t re having problems once 
you've loaded this game on your 
Commodore 128. then try some 
POKEs from Tim and Ian Fraser 
of Ruislip, Middlesex., for size. 
Rewind your Monty Mote cas- 
sette and enter POKE 
43 ,200: LOAD When the game 
has loaded and the computer 
resets, type m « ♦ . 


POKE 43,1 :POKE 37004,0: RUN 

... to get the ga me working cor- 
rectly. Also, if you can't get 
Datasoft's Gooniesto load, then 
press the CAPS LOCK key 
before loading to get the game 
working again (this resets the 
value of location one back to 
normal). 


There I was on the blower to 
Novagen’s Bruce Jordan the 
other day, discussing The Sec- 
ond City — incidentally, If anyone 
can escape by renting the 
spaceship, then drop me a line 
— when he pointed out that 
although the tip printed in issue 
1 5 works (the one which enabled 
you reposition objects in the air), 
it isn't the correct method. Ho, 
the correct method involves the 
use of the PYRAMID, But, unfor- 


tunately, Bruce remained as 
tight-lipped as ever and would 
not disclose how to use the 
pyramid — can anyone help? 

Oh yes, nearly forgot — the 
tftlrd method of escaping from 
Targ is simple, and was acci- 
dentally mentioned in issue 133 
Just use the spider's web 
instead of the pass to get to the 
Interstellar Ship — it's as simple 
as that! 


PHANTOMS OF THE ASTEROID (Mastertronlc) 


Here we have a short listing to 
disable sprite collision detec 
Uon, courtesy of Gary Saunders. 
Rewind your Rhanfoms tape to 
you-know* where, then type in 
the following: 

1 0 FOR A=0TQ 46READGPOKE 
52224 +A,C:NEXT 


20 SYS 52224 

30 DATA 169, 1,170,160,32 
35 DATA 186, 255. 169, 0, 133 
40 DATA 183, 32,213,255,160 
45 DATA 20, 185,26,204. 153 
50 DATA 229, 3, 136, 16,247 
55 DATA 96, 169, 173, 141,31 
60 DATA 119, 141, 44, 122,169 


65 DATA 3, 141,253.96, 169 
70 DATA 96. 141,225.88, 76 
75 DATA 2. 118 

Once you Ve done that type RUN 
(RETURN) and press pipy on tape 
to load and run the game. You 
will now be invinieible . * . tsh. 


HUNCHBACK II 
(Ocean) 

Thanks to Paul C (Pve just found 
out that the C Is tor Carloss} 
from Sutton Coldfield, you too 
can have an extra 252 lives! Type 
in the following listing „ . . 

10 DATA 169, 255, 141.11,64,169 

1 1 DATA 96. 141 , 222, 64, 76, 0, 64 

15 DATA 169.0, 141,243.3, 169 

16 DATA 192. 141,244.3,76, 13, S 
20 FOR G =49152 TO 
49177;READ AlPOKE G,A:NEXT 


Now type RUN (RETURN), fol- 
lowed by LOAD (RETURN). Press 
play on tape and wart for the 
loader to load. When the READY 
prompt appears enter SYS 
49165 to load and run the game. 


CHILLER 

|Mastertronlc) 

Wossis? More POKES from Paul 
C? Well, yes and no. The POKE 
for infinite energy was printed in 
the Christmas Special, but you 
had to reset your 64 to enter it. 
So, Mr C has come to the rescue 
, , , Rewind your Chttfer tape and 
typo in the following: 

1 SYS 63276: POKE 

83 1,255: POKE 832,2:POKE 
783,1 :SYS 62626 

2 POKE 749,226:POKE 
750,252;POKE 770,1 67PQKE 
771 ,2 POKE 776,167 

Type RUN (RETURN) to load the 
game. When the 64 resets itself, 
POKE 22957,173 for infinite 
energy. Enter SYS 50758 to start 
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conflict, where the 
ultimate chalk nge 
the self awaits. , 
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* FULL 
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WITH 
HUNDREDS OF 

characters 
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TIPS 


DEATHWAKE ( Quicks! iva) 

Scott Moore from Fixby in Huddersfield reckons that if you enter ITS MV BIRTHDAY in the high score table, you become invincible the next 
time you play. Coo. 


LAW OF THE WEST (US Gold/Accolade) 

Jonathan Twist from Little Bispham in Blackpool, Lancs has scored 
7672 points. If you want to do the seme, then use the following 
answers * , , 

MEAN HOMBRE 

Yes, Son, and in's a pretty nice town, 

I’ve faced the toughest hombres around 
l hear his gang might be comin* to town. 

You will now be placed at the scene of the Train Robbery. 

MISS ROSE 

How's the saloon business doin’ lately? 

Are they planning something? 

It's OK Rose. I'll protect you. 

You will now be place at the scene of the Stage Coach robbery. 
MEXICALI KID 

You can*t believe everything you hear. 

Welt, I’ve hoard some things about you! 

They say you' re a liar and a coward!: 

Hg will surrender and drop his gun. 

DOCTOR 

I try to avoid gunfights, if possible. 

Heard any good rumours lately? 

What are they comin ’ for? 

You will now be placed at the scene of me Bank Robbery 

MAN WITH SHOTGUN 

It's right pretty, son, but put It away. 

Drop it right there . 

Son , you’re I n a hea p of trouble . 

Ha wall drop has gun and surrender. 

WEE WILLIE 

Hey, Willie, would you like some candy? 

Can we talk, Willie? 

Good, now what's your secret? 

You will now be placed at the scone of the Bank Robbery. 

MISS APRIL 

Hello, Did you let school out already? 

Oh, what’s that? 

Tel t me more. 

You will now be placed at the scene of the Train Robbery, 

GAMBLER 

You been cheatin' 'em again, Gambler? 

I asked you if you been cheatin’ 

That might not be too far in the future. 

Draw quickly and shoot. 

DEPUTY SHERIFF 

I should ask you that question, Deputy. 

Anything happening there? 

Well, let s go then. 

You will now be placed at the scene of the Bank Robbery, 

BELLE 

Doin' any more cattle rustlin', Woman? 

You need a man to take care of you. 

Yeah. I kin da like your spunk. 

She will simply walk away. 

ASSASSIN 

What's it to you, punk? 

You're looking at him 
I'd say confident 

Draw quickly and shoot, 


TAU CETI (OIL) 

Next month HI have some 'offi- 
cial* tips {and probably a few 
nifty POKEs) from John Twictdy, 
the guy wot wrote the 64 con ver- 
sion. In the meantime, here is a 
very useful listing from Alan 
Smith of Whitehall, Bristol . , . 


0 REM 'LNVLINERABIUTY' 
POKES FOR TAU CETI BY ALAN 
SMITH 

1 DATA 1 69, 1 . 168, 1 7D, 32. 1 86, 
255,981 

2 DATA 169. 0, 32, 189. 255. 169, 
0,614 

3 DATA 32, 213, 255, 169. 197, 
141,245, 1252 

4 DATA 3, 169, 2, 141. 246, 3, 76. 
64CJ 

5 DATA 82, 3, 169,210, 141, 186. 
9,800 

6 DATA 169. 2, 141,167,9, 76.0, 
584 

7 DATA B, 169, 234, 141 , 158. 72, 
141 923 

8 DATA 159, 72, 141 , 160, 72,141, 
221,966 

9 DATA 59, 141 , 222, 59, 141, 223, 
59,904 

10 DATA 141. 71, 59, 141, 72, 59, 
141,684 

11 DATA 73. 59, 169, 191, 141. 
1 16.77, 826 

12 DATA 76, 64, 1,0, 0,0, 0. 141 

13 DATA 169, 169. 141, 1 10, 62, 
169, 191,1019 


14 DATA 141, 119, 02, 169, 234, 
141, 120, 9BG 

15 DATA 62, 141, 121, 62, 141, 
122,62,711 

16 DATA 76, 0, 32, 0 0, 0. 0. 108 
10 PRINT QHR$f147) " JUST A 
MINUTE 

20 FOR S = 0 T0 1 1 fT=Q:FOR Y =0 
TO 6:READ AiT=T+A:PQKE 
679+SV+Y,A:NEXT 
25 READ A : I F T < > A THEN PRINT 
"ERROR IN LINE"5* TEND 
30 NEXT 

35 FOR S-Q TO 3:T-0:FOR Y=Q 
TO 6:READ A;T=T s- A:PQKE 
320 +S*7 + ¥,A: NEXT 
40 READ A: IF ToA THEN PRINT 
"ERROR IN LINE"S+13:END 
45 NEXT 

50 PRINT "IN SERI AND REWIND 
TAU CETI TAPE" 

60 PRINT 'THEN PRESS ANY 
KEY" 

70 POKE 198,0 
75 WAIT 198,1 
00 SYS 679 

Once you've typed it in check for 
errors, then save It eut to either 
tape or disk for future use. When 
you've done thet T enter RUN ( RE - 
TURN) and follow the on-screen 
instructions. OK, so the listing Is 
a Wt long, but it doea give you 
infinite missiles, Infinite anti- 
missile missiles, infinite flares, 
and Infinite shield strength. Now 
you can't say fairer than that, 
can you . . . 


WHERE'S MY BONES? (Interceptor) 


How do you load end run the 
game without any sprite colli- 
sion detection? Rewind your 
Wfrsre's My Bones tape and type 
in the following, as provided by 


Tim and Ian Fraser, that's how 

SYS 63276;SYS 63276:SYS 

6282B:SYS 1 Q63:SYS 1 063:PGKE 
510B1.9&SYS 52175 


There have been umpteen zillion trillion pleas for useful Scarabaetts 
POKES recently — can anyone help? You can! Is a reset required? 
Not Great. Send your POKES to; HEY GlJtLYI I W GOT SOME NEAT 
SCARABAEUS POKES FOR YOU INSIDE THIS HERE ENVELOPE, 
ZZAPI TIPS* ZZAPI MAGAZINE, PO BOX 10, LUDLOW, SHROP* 
SHIRE, SY# IDE, And, H they're worth printing, I'll send you a T Shirt 

Sorry, but that's all tor this month. A big hog and a thank you (no 
sloppy girly kieses) to all of you for making this tips section so lively 
afkd interesting — keep 11 up. Pm afraid personal correspondence is 
out of the question, but you can still send all your tips and PQKEa, 
etc, tot ZZAPI TIPS, ZZAPI MAGAZINE,, PO BOX TO, LUDLOW, 
SHROPSHIRE, SYS 1 DR, Bye for now, cute reader . . . 



7=7 THE GAME 


ZZAP! 64 September 19B6 65 






Arty° jri * 








_ - — L 

rt.ii.Tf owl 

■Li might WfTi _ ^ win. ^.-Ypaitinb* 

m-ZZSSSZ^"* „ > 


^ Wlhr \ 

*«■> «* smSSi 

ore thtf ,™ , 0 y ou tan be ™ r 
,r over ^ye ars * ,QT lrt 

Yder teW*^ w * 

lht p Su« prK*- ^IL inowrt on th* 
mow r# 1 a ,Lrf * in* the r^ ,, ,,+L/ii* you - 
prlceiT J^^jour staff **“ * M ' 


discoumts GALone i 

_ _* »i 


S55, jnd MP,2»S?I *>^ r "5K.««l on 

iutoYTietlt ® 1 V , We injhe n ® Jy K | 

m ^SfcS* P** ^ 

«n i rt ihfio frn1 1 


—P-"""' -H.-— »« 

MXing ^^r^^ ryou ' ,k *V - 


Name 

Subscriber No 
ftf applicable] 


Address 


Postcode . 


SPECIAL DISCOUNTS 

£1 
50P 


OFF A Nv OPDE.R WORTH 
MQRF THAN tat) 


Sorry - only ONE vouchor ptr order f 


i*r*j rnitcf’ 




Range 

rare 


d Ever 
.For! 


2 ZAP I MAIL ORDER FORM 

Telephone Ludlow ( 0584 J 5620 

Please send me the following items: BLOCK CAPITALS please I 


Total 


Please note: some software reviewed may not be available until to release 
date, ff you are in any doubt about availability. pJees* ring flrtt. We 
cannot be held responsible for delays resulting from late or non-release of 
titles when reviewed or previewed before their official release dates were 
known. 


Title 

Software House 

Cksk/Cwf 

Amount 


























Ajr prices. WT * <p»4^ Linde* review headings 
Of known ret* prices and include VAT ZZAPf 
makes nd Charge for pOM arid packing inside me 
UK Cictlfflnm In Continental Europe should 
*M Ihe equivalent of 70p per item ordered. 
Outside Europe, please write first sd Chat we 
may aefrise on postage rates. 


PkNW make LtHK^hrs te 
! orders payable [0 
HTft P*ase 
do not send any coinage. 


Sub Total, i 


Less Discount: £ 


ZZAPI MAIL ORDER, PO BOX 10, LUDLOW, SHROPSHIRE SYS 1DB 

Pic aic do MOT tnckn. ttta torm/payment wltfi tnjf ether corretpontlencc to ZZAP 1 Maewtnc ed Mortal, 

delay procetilng your order and may rt»ult In ton , 


It *411 only 







Mile 


Rial 






i me . hoS U\e 

ed b L you must 

me b °^ time' 

codes ^ ' y \os< 
, te the enemv . 

patience 

all lead ' 
able «*" ° 

£#» slotes 

C9.9! 

d CPCCa« ette tU- 

,od c,jC Cosse^e 

«^° d0,G M/W °' SC 

nmodo'e co mpd 

k oveio" Ge , m onv 

„,i 0 na' Ud. 

: a lleva ?° tW ' 

WdeTtnoslon. 7 aqVJ 

gssu ®” 56> ” 






FILL THOSE GAPS! 

DON’T MISS OUT! ORDER NOW! 

We keep a VERY limited stock of back numbers to 
ensure your collection is complete, after all, we 
woujdn’t want any gaps in those ZZAP! Binders. Here’s 
a quick look at what you’re missing . . . 


^ 1 Ma y- 1 9H5 

pw, _ 

£ £? ,h “ e “" Sow 

■>..f.OlJT OF STOCK ;' * 

5«Ksssgg^s 

eight s^nr’^ 965 '' T ’ 1 ®s<na Em,.-- - 

X OUT OF STOCK S 

« ei'gass 

T1K t9aS 


,9B@ 

Ef do|L l£Jf F^r C e J ’ y 

Shacte^ap,^, w Smmpiw 

Art* 2^ 


HoAAi ^cTMofia! 

MSae 

sssssE&sssste £k 

S s 4TKr3W 
ISIS" 56 "™ 5 

^j ^^st ssss^sss 

^pYSbek Mb, p, 


N 0hrJMlW sl 

™T 1 *'** 

«sS£sKsaSS 

^TSJuiy tsiee 

r( y^ourwj & 

POUR^ mtS ^« r Uedar 0 

&"a- S-s ssaftB^lss 
5^^^£^5T 5 l,^;“3 

tmdKBBtS 



wSs^ms"® 

^0 oeceniiiBf iggj 

K^s^^sssajsj «■*» 
s^^«s55s? ig gi * r ff* 

P.rtn LowTchSKl M>pJ °* v » Cr*X 

d-f Man:’ Anel 

Ste®r=' , S!as 

^s^s®§s 

««■*»< EBS.'S*™™*. o' 


-sasaaig 

Sj’ ^OOTOO rylMB 

S°W 0CHJr Wor PhD Tin 

B.WI Oh,. E, JS^S*?' S uJl.r») nS,, N " h “ 

>nJSS^SxH C '™ w » *TO Sir 

Mflrtl *nd Homf l ' ttflrv4 ** Part if 



I would I Ike to order ths following ZZAP 1 64 BACK NUMBERS. * . 

Please tick ihe correct box 

c:oc]oeD^iKQtioi2ai3ai4aiso 

BACK NUMBERS SPECIAL OFFERS! 

• Order THREE or FOUR issues at the same time and get 40 
pence off TOTAL COST! 

0 Better still, order FIVE or MORE issues at the same time and 
get 20 pence off EACH ITEM! 

PRICES 

0 ALL BACK ISSUES NOW £1.20 EACH {including PSP) 

0 OVERSEAS ORDERS: £2.00 per magazine (they cost a small 
fortune to send) 


Name 
Address 


■iiiuHl ■ HHfiMt 


‘HiTriiimitmmm 


iHjjnani 1T (.„, ! 


<■■»■■ ■■ ■ ■■■ i b *■♦■ 



Number of issues ordered 
Lees discount if applies bio 
TOTAL COST £ 

I enclose a CHEQUE or POSTAL ORDER for tho TOTAL 

BACK NUMBERS, 

ZZAPI 64 MAGAZINE, 

PO BOX 10, LUDLOW, 
SHROPSHIRE SY8 1 DB 


* 





OLIVER FREY POSTERS FOR 

YOUR WALL! 



A superb scries of Famous covers by 
Oliver Frey cart be yours in poster form. 
Printed on one side in glowing colour, 
they each measure a giant 80 x 57 cen- 
timetres (about eight magazine pages) 
and come carefully rolled up in a postal 
tube (useful for all sorts of things) at a 
mere £2.50 each (p&p and VAT inclusive). 
But if you order all four then you get them 
for only £7. 50 — Jon r for the price of tli ret! 



iSSSsd?® 


fs> 


?i/ ostera! (£75q) 

}■ Kf ^ER of marc 

2 ME TRQ force I (n l 50) 

;«D MrafSif’* 

Limited ' cfle q“eLir postal ci ri j erm , ,. 

"'** note «<fe ra ot|W . * fMyab ' f? ,0 

; ‘ red f " P»^ in " nd « pei *, 


ZZApi 


Name 

^dress 


■**■*■' Postcode 


. ■- ' Lfarcodo 

I POslT^oSiPi^O BOX 

■ 


l 










I 


Snctntitif, £23.95 tafifi, £25.93 Sisk 



t's nearly a year 
now since Ian 
Andrews 
unveiled an early 
version of Incen- 
tive's GAC to an 
unwary Amstrad 
audience. Since 
the launch it has 
been well received universally ami 
has created a new standard lor 
adventure writers on the Amstrad 
home micros. Now GAC has been 
improved, smartened up and 
translated Em the Commodore — 
ca n the same thing happen all over 
again? 

GAC is a sophisticated adventure 
writing package on a single cas- 
sette or disk. Tl has advanced 
graphics, and allows multiple com- 
mands in a single input, full word 
recognition and a host of other fea- 
tures intended to make rhis the 
state oF the art adventure writing 
utility. Its appearance on the Com- 
modore should allow rapid conver- 
sions of a host of adventures writ- 
ten for other micros, breaking 
down the barrier of compatibility 
I ha t pre vi nu sly existed . 

The packaging is very neat. GAC 
comes in a large formal cassette/ 
disk holder complete with a glossy 
covered manual, The printing isn't 
remarkable, but the manual exp- 
lains every detail of the utility with 
care and precision, sometimes 
with accompanying graphics 
where it is thought they may help. 
Loading is achieved easily thanks 
to use of fast loading techniques 
and the user is presented with a 
title f credit screen followed by a 
menu page. GAC itself leaves 
approximately 2 3K free for your 
adventure. Larger adventures 
could he created with multiple 
loading techniques. Inn ai some 
time in the future Incentive would 
like to release GAC II which would 
have the advantage of disk acces- 
sing capabilities. This means that 
the adventure can be as big as the 
author desires, 

Tb give you an idea of just what 
this package is capable of. Incen- 
tive include a couple of mini 
adventures. One is a pure text 
i] f feri ng; the oi her u ses gra p h i cs 11 
the full solution to the adventure 
is known, the entire game may be 
played in one input. The result is 




like a shuri story, punctuated with 
a series of commands. It's an 
impressive demonstration of GAC s 
power. 

As with any utility of this type, 
the more complex the graphics, 
the less memory is available for the 
rest of the adventure. However, 
while this might suggest she need 
for simplistic graphics. Incentive 
have made sure that the author 
lias the opportunity to make up 
complex images should they be 
required, Also included are a host 
of memory saving devices to make 
the process as painless as possible. 

The graphic screen allows four 
pure colours to be used though 
these may be stippled in any com- 
bination to give the effect of up to 
ten colours and textures on screen. 
The top two thirds of the screen is 
surrounded by a frame in which 
an image may be created. To the 
left of the frame there is a bar eon- 
la in mg si xtec n co iou rs . From h e re , 
the colours being used may be 
checked and altered. To the right of 
the frame is the pen and paper 
symbol. The pen is always shown 
in the selected colour for drawing 
and rests on the paper during the 
drawing process itself. 


Below the frame is a menu for 
the various operations to be car- 
ried out in the picture. EUPSES, 
BOXES. FILL, MULTI- DIREC- 
TIONAL MIRRORING. SLOW and 
FAST DRAWING, PICTURE 
MERGING, and PICTURE or 
STAGE deletion are all included 
along with a picture scan that 
allows analysis and alteration of 
any stage in the creation. 

The mirroring and merging sec- 
tions are very important from a 
memory saving angle. If you draw 
say, half a picture, and use the mir- 
ror to complete it, only three bytes 
arc used oil tlie second half. 
Likewise, if a picture is drawn and 
t he n has a fra me deco ra tion a d ded 
(previously drawn as a separate 
picture), only three bytes are used. 
This cut? down tremendously on 
possible repetitiveness. 

Most of the features work 
smoothly but the except ion to this 
neatness is in the FILL command. 
This isn't perfect and an optimum 
position within the area to be filled 
needs to be found. Even then, in 
an awkward shape, a gap may be 
left. This can be rectified by imple- 
menting FILL a second lime from .i 
better position, and the final result 


will be no different from that 
achieved with a more capable 
routine. However it does take up 
more memory, and this is arguably 
offset by the fact that this FILL 
command takes up very little 
memory itself and is particularly 
fast. 

The ability to LOOK or DELETE 
back either a single step or a whole 
picture makes correction and mod- 
ification to pictures very easy 
indeed, The effect of open nr closed 
doors is just one example of how 
these features cater for the bind of 
conditions often required of 
adventure graphics. Because it is 
possible to change the ink during 
the course of a picture creation, 
and then change it back again 
when the whole picture is asked 
for, a limited form of animation is 
possible. Things such as flashing 
lights or other relatively small 
changes to detail to a picture can 
be attained with the minimum of 
effort. 

Up to 255 separate pictures arc 
possible with GAC Because of the 
way pictures are tied to locations 
It's possible to have small pictures 
created as inserts, displaying 
recently acquired objects, for 
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instance. The potential lor 
t’Kpcrimcnla lion is enormous 

In I he rest of GAC. like must 
other adventure writers, up to 255 
words may be defined .is p.irl of 
ihe vocabulary. As full word recog- 
niiion is catered for in GAC, shor- 
tened versions of words (such as 
EXAM for EXAMINE) have to be 
created as synonyms by giving 
i hem i he same numerical value in 
the vocabulary table, This dues, 
however, create the uppuri unity 
for more diversity and lie sib Lily. 

One aspect of GAC which is 
slighlly unusual is that unlike The 
Quiil words are stored alphabeti- 
cally raj her than numerically. This 
means the vocabulary has con- 
iimtity but synonyms are harder 


to locate when editing. 

There can be 255 of each noun, 
verb and adverb. The section 
ADVERBS actually includes pre- 
positions so the label is an arbitrary 
one. However, this does allow for 
detailed analysis of each player 
input and consequently greater 
flexibility in terms uf acceptable 
player response. 

The interpreter is the real gem in 
GAC , If you have ever wanted to 
create fnfocom style adventures 
but have been held hack by the 
limitations of Tire Quill or lack of 
programming ability, then this is 
where GAC can solve your prob- 
lems. Commands are not limited 
either to vCrLVnoun input or single 
command per sentence input. 
Instead, a whole series of com- 
mands may be entered so lung as 


lor has taken lull advan- 
tage of this very sophisticated 
parser. Multiple commands may 
be punctuated by AND, THEN. V 
or V in any fashion the author 
requires. 

TT recognition is also possible if 
IT is made object number 2 5 5. This 
way IT always refers to the last 
noun mentioned. This allows com- 
mands such as GET THE LAMP 
THEN LIGHT FT to be used. If an 
error is made part way Lhrough the 
command (such as trying to gel ail 
object that isnT there), the rest ol 
the command is ignored. 

Another area where GAC excels 
is with the conditions. GAC uses 
HIGH, LOW and LOCAL priority 
conditions its sei up certain events 
under particular cl mint stances. 
GAC checks a HIGH condition 
before the player has she oppor- 
tunity to make an input. Such 
things include checking whel her a 
lamp is switched on to allow look- 


ing at Lhings in the dark. 

LOCAL conditions are those per- 
taining 10 a particular room or situ - 
at ion only. IF you exited an airlock 
without a space suit for example, 
GAC would check this and kill you 
he Fore you could do anything else. 
LOW priority conditions are 
checked in the same way as local 
ones except lhat they are not con- 
fined lo individual rooms. They 
might check thai you were carry- 
ing an object regardless of where 
you are, simply to ensure a mes- 
sage continued to appear. 

Setting conditions always 
involves altering the numerical 
status ol flags which indicate the 
necessity oF certain actions or 
responses from the computer. GAC 
has two [ypes oF these called 
COUNTERS and MARKERS. 
COUNTERS arc variable between 
Q and 255 and there are 128 of 
them MARKERS simply switch 
between 0 and I bill there are 256 
of these, They differ only in (he 
way they are applied to a game to 
get the most efficient possible use 
from them. 

Following the now predictable 
GAC format, 255 messages arc 
allowed. Clever Use of these mes- 
sages ( ic, breaking t h cm down i nto 
commonly used sections) saves 
memory and increases the appa- 
rent number of messages in the 
adventure. This technique is not 
exclusive to GAC but it is reassuring 
to see that such things are possible 
nevertheless. 

Editing any pan of GAC is 
simplicity itself. Everything is well 
explained in the manual — all the 
different pans of GAC may be 
accessed from a main menu and 
the whole effort has been logically 
devised. If you are saving files to 
cassette, GAG automatically puts a 
fast loader on them.. Disk and cas- 
sette files arc totally interchange- 
able, making it possible lo upgrade 
your adventures with the 
minimum of fuss, 

GAC sells at a price that can 
hardly be called cheap. However, 
all things are relative, When you 
compare this to fhe competition 
both in terms of price and per For- 
ma tree. it conies out way on top. 
Future, more powerful versions 
are planned but this should not put 
you off getting hold of a copy as 
soon as possible — any future ver- 
sions will he a while tiff yet ft has 
already set a new standard on the 
olher micros, and a Commodore 
version was needed to make the 
whole exercise worthwhile. Incen- 
tive have learned from the odd 
shortcomings of these earlier ver- 
sions and this has been to the 
benefit uf Commodore owners. 
They have made a superlative pro- 
duct even better. 
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A complete monthly guide by the infamous White Wizard 

for all 64 owners who prefer games involving typed commands 
rather than wiggled joysticks. 


Hail fellow members of the Guild of Wondrous Wand Wiel- 
ilers' In this month's magikaJ missive the Bearded One 
humps it in HUNCHBACK, relieves himseir in Bimbo the 
Boggit's toilet, and bites his lip in THE HULK- Plus a review 
of JEWELS OF DARKNESS from Rainbird/Levt'1 9, yuur let- 
tors, your tries for help, and a dire wai ning to the Clever 

Contacts! 


Hunchback 

0cean. £9.95 cassette 




his game gives 
me the Hump. Ii 
looks beautiful, it 
plays well, it has 
some nicely 
programmed 
ft features, but it 
seems to be so 
"J short on puzzle* 
power that 1 find myself wonder- 
ing just much gam ins you're going 
to gel for your money, 

The packaging certainly looks 
promising. You gel two cassettes 
neatly slotted into one of the tie tv- 
sty te double cassette boxes 
together with an attractively 
designed fold-out leaflet With 
instructions on how to play the 
game. One thing that slightly 
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annoyed me is that the screenshot 
on she inlay looks as if ii must be 
i h e on e y ou are greeted wit h wh cn 
you've completed the game — pity 
they couldn't have saved she sur- 
prise for the end of the adventure, 

The instructions are pretty brief 
— the vocabulary is miniscule 
(only about 25 verbs not including 
direction commands) and the plot 
is pretty simple — rescue 
Esmeralda from the wicked Cardi- 
nal or remain forever single. The 
word EXAMINE is absent and dur- 
ing the game 1 found the gameplay 
rather restricted as a result oF this 
and other omissions. 

However, it sure LOOKS good. 
Like it's predecessor. Never Ending 
story. Hunchback has an attention- 
grabbing display with a beautiful 
horizontal backdrop across the top 
half of the screen showing a suita- 


bly grandiose specimen of gothic 
architecture and an attractively 
redesigned character set scrolling 
below. The location descriptions 
are quite lengthy and to my mind 
a definite improvement on NES, 
where they were often rather too 
skimpy for my liking. 

Hunchback is split into three 
separate parts (again like NES) and 
the first part, in the Cathedral, 
generates a considerable sense of 
atmosphere from the descriptions 
alone. Atmosphere, however, isn't 
everything. The Wiz was dismayed 


lo find himseir entering Part 2 after 
only a few minutes of play. There 
is in tact only one real puzrie in 
pan one and it isn't exactly tough 
to figure out. There are other dis- 
tractions — lighting with guards, 
for example, but even when I was 
equipped with just my bare hands 
I fou nd them easy prey, 
Throughout the game the 
graphics continue to impress. The 
backdrop doesn't change but each 
time you pick something up a 
small icon depicting the object is 
pasted onto [he display, On the left 
of the screen at the top there is a 
constant procession of changing 
cameos showing either a glimpse 
of your current location, or some 
aspect of it — a guard, perhaps, or 
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goes ri g ht t h rou gh a m aze wit houl 
making a single mistake. Looks 
quite clever. but when another 
robot goes through i he same maze, 
makes mistakes, and then care- 
fully corrects them before reach- 
ing the cnd r that second robot 
seems even more intelligent than 
the first, though in reality it may 
well not be.' The same principle 
applies with The Bnggit — the 
characters may not he as 'iniclli- 
gent' as those in The Hobbit, but 
when they open their mouths the 
hysterica I things ihey say make 
them seem a lot more so! And cer- 
tainly a lot more 'human'. 

The Boggit is in the now familiar 


Delta 4 three load format — you 
can move between sections of the 
game without necessarily cracking 
all the puzzles as you confront 
them. It's a great game and even if 
Delta 4's development system had 
cost them a thousand times less 
than Ocean's, their game ends up 
being better value at only a couple 
of pounds cheaper. 


Atmosphere 79% 

interaction 72% 

Lasting Interest 79% 

Value For Money 80% 

Overall 80% 
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a snapshot of your ugly mug. 

Hunchback is a very attractive 
game, no doubt about it, The f Ca- 
nnes — attacking guards, helpful 
parser telling you which words it 
doesn't understand, pretty pic- 
tures and text — all bear the 
hallmarks of professional prog- 
ramming at its best. 

Unfortunately, as an adventure, 
it doesn't challenge the player 
sufficiently lo warrant its price tag. 
Three separate loads and 300K of 
program may sound like a tot, but 
too much has gone into the pre- 
sentation and too little Into the 
game. Things get a little harder 
later on, but even in the second 


part [ Found little opposition and 
by the lime 1(1 reached the Cardi- 
nal's mansion l was already think- 
ing about what to play next. For 
children and inexperienced 
adventurers this would make a 
beautiful preseni but if you're 
accustomed to the likes of Level 9 
and InFocom it's not going to keep 
you busy for long. 


Atmosphere 
Interaction 
Lasting Interest 
Value For Money 
Overall 


ifit u C7 rntiKPtt? ctoSe) V enough to the original 

^ X. f r+s+J Ui JPi iit (with occasional derivations from 

its successor. Lord of the Bings, as 
unny, isn't it — 1 welt) u> get in some cruelly funny 
bet Ocean, spent jabs at at. Furthermore 1 was not 
thousands and only impressed by the humour but 
thousands of a 1st) the quality til the game itself, 
pounds on The puzzles are clever and logical 

developing Hurt- — but by no means easy. For the 
chback — and it'll most part they arc of the best kind 
cost you about a — the sort that, when you crack 
tenner. Then them, you shout 'OF COURSE!' 
. along come Delta 4 and, with the instead of 'WELL SO RL**[>Y 
f (free) aid of the Quill, they write a WHAT!?', And, as with Bored of the 
; game that they sell for £7.95. Now Ring* and Rabin of Sherlock, the 
I is that daylight, robbery, or is it programmers have squeezed the 

| not? very best out of the Quill and the 

Nossir! 'Tis not! For this tale of Illustrator, so that you can, lor 

Bimbo the Boggit and his valiant example. TALK TO other charac- 

encounter with Daug, his wander- ters — though I heir responses, are 

ings with Granda If and Thorny, is pretty limited. But then the 

full ol wit, invention, and sheer responses were pretty limited in 

ruder?., l ean reco mm end if I o a ny - Th e Hobbit as we 13 . 

one who is fed up to the teeth with The funny thing is that The Hob- 
! all things Tolkien, Even better, I hit was an enormously complex 

can recommend it to everyone piece of programming in its day, 

who st ill think that there's nothing whereas The Boggit is quite the 

better than having hair between opposite. But then someone 

the toes, pointed out to me today an 

The Boggit is an entirely irreve- Lnieres ting fact about so -called 'in- 

rent look at Muddle Earth. Like tclligence' in computer software, 

any gond satire the game sticks 'Imagine', they said., 'a robot that 


Americana, 

£2.99 cassette 

I'm sorry, 
True Believers, 
I just can't 
take this Scott 
Adams number 
any more. The 
games are tripe; 
the games are 
; the 

games are prehistoric; the games 
are illogical; but in this case, fellow 


Wizards, the game is cheap. So 
does Lhal make it worthwhile? 

Fans of Scott Adams will doubt- 
less already be reaching for their 
wands with the idea of turning me 
into something small and slimy, 
while others will be wondering 
whai in the name of Belboz I'm on 
about. Lei me explain . . , 

Scott Adams, bless his heart, 
started programming adventures 
on the IRS 80 back in I 548. His 
games stilt bear the hallmarks of 
(hose early days — and in the case 
of the Hulk that means two word 
input only, a vocabulary of (at 
most) I 50 words, strange illogical 
puzzles, and a parser that simply 
responds with 'SORRY, 1 DON'T 
UNDERSTAND WHAT YOU 
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PAEAN’ If you mistype a command 
or use the wrong wurd. 

OJ r Scott then conceived the 
idea of doing a series based on the 
Marvel superheroes. Unfortu- 
nately he applied the same old 
techniques and the result was a 
couple of games ohe Hufk anti 
SpidetTTian, Followed by Tht Fantas- 
tic Four) that had a reasonable mar- 
keting successbui were, in all ho n* 
esty, pretty poor adventures com- 
pared to what the opposition was 
offering, Scott's games are, i think, 
best described as puzzles rather 
than as adventures — they have 
very few locations, lots of tricky 
situations and require considera- 
ble later,! I thinking (and luck). 

The Hulk is no different from the 
rest, except that now you can get it 
for £2. 99. Meet Dr Strange. Uliron, 


and Nightmare as you attempt to 
u n ravel a scena rio t h at won Ld co n- 
fuse even the most experienced 
wand- wield er. At the price, this 
game is worth a second look — a 
Scott Adams game is something of 
a 'must' for any seasoned adven- 
turer and if yon haven't played 
any then it's probably worth the 
impulse buy. But if value for 
money isn't so important to you, 
then remember — this is an old- 
fashioned ' game and for some that 
will mean it is, by todays stan- 
dards, a bad one. 

Atmosphere 58% 

Interaction 55% 

Lasting Interest 67% 

Value For Money 75% 

Overall 65% 


Xambirb/Zetici 9, £14. 95 cassette or bisb 


SH el^ there's nut a 
lot t call say 
about this one. 
Level 9 V Middle 
Earth Trilogy, 
featuring Colossal 
Adventure, Adven- 
ture Quest, ant] 
Dungeon Adven- 
ture, has provided adventurers 
with untold hours of entertain* 
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men I over the Iasi few years. At 
£9.99 for each text -only game 
they were essential purchases. 
Now, thanks to a new marketing 
deal with iiainbird, you can get all 
three for only £3 4,95 PLUS 
graphics PLUS the new Level 9 
parser thal gjves you a vastly 
enlarged vocabulary and allows 
you it) enter commands while the 
pictures are still drawing. 

Tiic only point I would like to 
make here is that, having already 
played these games, 1 did not think 
that the new versions were 
sufficiently different in warrant 
purchasing them if you have the 
originals. 3ha( is in no way 
intended io be a criticism of this 
new release, but simply a tes- 
timony tu the excellence of (he 
original games, of course if 
graphics mailer a lot to you then 


those alone might lead you to dis- 
agree with me. but the Wtz has 
never bad much lime for Level 9 J * 
pits — they're colourful but 
e hey 're not great works of an. And 
the location descriptions and 
scenarios have always sirurk me 
as being good enough on their 
own. 

Rut all this is nit- picking. This is 
the best bargain currently availa- 
ble for adventurers, and unless 
you ca n't beanhet ho u gh t of go i ng 
underground you just have to get 
out into the shops and spend your 
£14.95. Nuff said. 

Atmosphere 90% 

Interaction 89% 

Lasting Interest 95% 
Value For Money 95% 
Overall 97% 
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CLUBS GALORE! 


The White Wizard seems to be get- 
ting more and more letters each 
month from readers starting up 
adventure clubs. 1 can't help feel- 
ing (hat a fair number of these 
must fall by the wayside — after 
all, there seem to be so many and 
the market can't support 
everyone. However, here goes 
with a selection of this month's 
club promotions. Don't forget that 
£ can't vouch personally for any of 
Lhese organisations, but I'm sure 
they mean well and would like to 
bear from you , * . 


HfrD Services, 1338 Ashton 
Old Road, Higher Openshaw, 
Manchester Mil IJG. Teh 061 
370 5666 

Offer a series of adventure hand- 
books' giving solutions, hints, and 
maps of games. Subscription rates: 
3 issues, £2,75; 6 for £5; 12 for £9. 


BAG — Beginner? Adventure 
Gaines 

A new dub for adventurers, Write 

to Lesley Marriott, 22 Priory 
Road, AJfreton, Derbyshire 
DE5 ?JT 


Adventurers Anonymous 
Adventure dub and magazine: 
Contact Rf vend ale, Nethergate 
Street, Bungay, Suffolk NR 35 
1HE 


Adventure Cracking Service- 

A helpline. Contact Gavin Berry, 
25 Beau vale Road, Hucknall, 
Nottingham NG15 6PF for 

details. It's not entirely clear from 
(he letter whether this is a club or 
just a phone-helpline — their tele- 
phone number is in the Help 
Offered section. 


Questline 

A well-established concern, now 
going official and charging very 
reasonably for its services — 
Helpline. Magazine, Swap-lt sec- 
tion, Club Distribution for your 
games. Special Offers on commer- 
cial releases. Send SAE for details 
to Tony Treadwell, 17 Headley 
Way, Heading! on, Oxford 0X3 
GLR ‘ ‘ W: 
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Ever since the Wiz said how 
impressed he was by the number 
of xid ventures cracked by Clirist- 
Ian Martensen of Copenhagen, 
he has been swamped by letters 
from readers claiming to have sob 
ved games, games, games, and 
more games — including several 
the Wiz has never heard of. Top of 
the list so far is John ft Barnsley 
of Adventurescue who claims ro 
have polished off 57 games wftk 
another 16 almost complete and 
'dozens more partially com- 
pleted' i John, I ca n t believe tt ■ Are 
you: > *. ’-'rV. 

1) Older than the Wiz {at least 
756 years old) p 

2) Having mean 

3) Locked In a small room with 
a Commodore 64 and padded 
walls?! 

1 have to confess that vour list is 
most impressive and cunous read- 
ers will be able to see it in the Help 
Offered section, ft took me a fopg 
Lime to .type it ini 

Oilier contenders include 
Gavin Berry of the Adventure 
Cracking Service with .'51 adven- 
tures in ] 3 months' and his mate 
Paul Gilbert of the same with ‘54 
in £0 months'. However Gavin's 
letter was notable not so much for 
his score but the boast that comes 
at the end ... 

7. the Purple Necromantyer, soy that J 
i can solve any advehSure faster and 
with a better score tiian t my of the 
ZZAPi 64 team! 1 „ ^'V v ?j 

Well,- Mr Berry, them are 
fighting' words to be sure. I don't 
think dial the Mighty One (sc. me ) 
would dare to tackle so formidable 
a champion as yourself. The Wiz 
readily. admits that he isn't very 
o ui ck at$olvi ng a’dveh i ures, but h e 
does reckon that what be lacks 3n 
speed he makes up for in 
tiuiroughness — although it 
depends what your standards art. 
My quickest solution ever was an 
Interceptor adventure On the 
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Amstrad which i completed in 
under an hour, What abom other 
readers? And Is there anyone out 
there who is willing to take cm (he 
Purple Necromancer — always 
Assuming he's willing to do battle 
with you? 

Phil Sy mu nds mu si have wrli- 
ten to the White Wizard more 
limes than the Bearded One has 
had Balfogs for breakfast, buL in a 
reriem letter he bemoans the fact 
dial 01' Whitcy never answers 
back. Well Phil, the truth of tire 
matter is that the Wiz has great 
difficulty in keeping up with the 
snail;. The Post -Gnome brings me 
an enormous number of fetters 
and although I do my best l simply 
can't correspond with everyone 1 
do hope r cadets understand ibis 
problem — l will of t< .ursc always 
print your letters in the column 
where space permits. 

Space certain! 1 . wouldn't per mix 
me to list all the tips sent in by R 
Shepherd of Leicester. 

7 enclose two hwkt (Hi that I have 
made uith solutions to the adventures 
I have played and ft nisfted. I here a re 
others I have finished but you have to 
draw a line somewhere (1 should 
think you do! — WW). f will be 
putting same of them in my third book 
and l include a list of them l must say 
that without the help of Rod Jones and 
Nik Carter l would not have finished a 
lot of them. ' 

Well, Mr Shepherd, I take my 
pointed hat oil to you The books 
are great and I have to say ih.it in 
all my time writing both this and 
other adventure columns I have 







never seen so much effort put into 
documenting game solutions as 
this. Altogether there are — wait 
for it — 8.3 complete solutions in 
Mr Shepherd's booklets. Beat that. 
Purple NecTomancerJ 



VOODOO CASTLE 


A rabbit ' s’ foot is gotxl pro i ectitrn i n 
the lab. 


KEtNTILLA 


Large Urga -Mauls are worth a sec- 
ond look 7 

Chief Gavezats are fund of pre- 
sents? 

Why gel wet when you cart swing 7 


VERY BIG CAVE ADVEN- 
TURE 


Say the word in the debris room. 
Use a penny for the door. 


PRICE OFMAGJK 


■x7Cy. 


Use ring to cut mirror, 

F.y ebrlghi will help you in the attic. 





ZZAP! 64 September 1986 75 


m I 


Vb 


Avoid unnet essary to tribal lo pre- 
serve stamina 

Preserve candle by blowing it out 
a h er biimi ng wood pil e — it is nl u: 
focus for one of the spells. 

SEABASE DELTA 

Wake f he hen vvuh a sticky bubble, 
after you J ve chewed it over 
Walk Plank to use see-saw at the 
end. 

Make a pancake and cover the 
camera lens. 

THE SNOW QUEEN 

Return purse to get reward then 
buy bread. 

Enter boat and throw shoes into 
river. 

Take the flower's advice when 
leaving garden. 

LORD OF THE RINGS 

EUstones — try the willow, up 
high, and in a pot 

Thanks to John Barnsley of 
Advcnturcsoie for many of this 
mon ill's dues. 


Cleber 



OK. Mortal Members of the ■Gob- 
lins Dungeon Appreciation Soci- 
ety. this is where you find salva- 
tion. The following brave adven- 
turers have joined together to 
bring you the benefit of their 
immense power anil prestige, not 
to mention their timely tips on 
adventu re games, to get you out of 
trouble. If you're stuck, these are 
the lads and lassies to run to for 
help. And if you want your name 
to shine for evermore i n the annals 
of Wizardry, get the games you've 
completed down on paper fa post- 
card prtderdWv) and send them to: 
THE WHITE WIZARD'S DUN- 
GEON, PO BOX 10, LUDLOW, 
SHROPSHIRE SYS 1DB. 


Help Offered * . , 

Mosl games. 

H Shepherd, 106 Highfleld 
Streep Coalville, Leicester, 

Hobbit, Fourth Protocol Voodoo 
Castle, Valhalla, and Lord of the 
Ring;,. 

Graham Robson, 7 1 Fair Field 
Rise, Kirkburton, Hud- 
dersfield MDSOSS 
Tel: (G48-Q 60463 l between 4 
and 5pm Mon-Fri only. 

Return lo Eden, Worm in Paradise. 
Red ion, Gremlins, Perseus and 
Andromeda, Heroes of Karn, 

Hulk, Splderman, Exodus Ultima 
all, Nine Princes in Amber. Bal- 
lyhoo, Enchanter, Sorceror, and 
Spell breaker. 

Guy Thomas, 17 Borstal Hill, 

W hi Is ta b l e, Kent CT5 4N A 
Tel: (0227) 274*46 9am to 9pm 
any day. 
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Advcntureiand, Voodoo Castle. 
Mystery Fmihouse, Savage Island 
E and U, The Hulk, Pirate island. 
Zork 1, 11, and III, Seas talker, 
Enchanter. Deadline. Adventure 
550, Ultima I, U, and ill. Ulysses, 
New Adventure, Serpent Star. 
Death in the Caribbean, Pirate 
Advent urc.Ttiie Count. Pyramid of 
Doom. Spltlerman, Dallas Quest, 
Sorceror, Planetfall Suspended, 
W r olfcnstein, Questron, Mask of 
Sun, Blade of Blackpool 
Mindshadow, Secret Mission, 

Sira ngc Odyssey, Ghost Town, 
Golden Voyage, Sorceror of 
Clay morgue Castle, Cutthoats, 

In lid el. Witness, Starcross, Dark 
Crystal, wizard and the Princess, 
Transylvania, Adventure in Time, 
and Borrowed Time 
Asif Din, 37 Deepllsh Road, 
Rochdale OLll 1PH 

The Hobble Red Maori, and 
Spiderman. 

Tim Storey, The Mount, 

Chefs wm, Wellington TA2i 
9HP 

Tel: Welling ion 62 37 after 5pm 
and all day Sunday. 

Hobbit, Price of Mugik. and 
Hacker. 

Gary Moffat, 66 Alan brook 
House, Master Gunner Place, 
Baker Road, Woolwich, Lon- 
don SE 18 

Tel: 01 119 3651 8pm to 10pm 
Mon-Sat. 

Castle of Terror, Spiderman, Hulk, 
tnrds of Midnight. Quest for the 
Holy Grail Voodoo Castle, Upper 
Gumtree. Adventu reland, Circus, 
Supergran, and Pirate Adventure, 
Antony Lead he tier, 16 
Davy hulme Road, 
Davyhulme, Manchester Mil 
2DQ 

Castle of Terror, J error mulinos. 
System 15000. Hacker. Holy Grail, 
and Subsunk. 

Martin ftimmer.81 Pin I old 
Lane, Ainsdalc, Southport, 
Merseyside PR S SQL 

Twin Kingdom Valley, Quest ol 
Merravid, Atlantis Adventure. 
Disk Hobbit, and Hitchhikers. 

Russell Wallace, 24 Lower 
Georges Street, DunlltOgh&iTC, 
Co Dublin, Ireland 

Hobbit, Lard of the Rings, Zini Safa 
Him. Caste! of Terror, Merry 
Christmas, Spuierman, Quest lor 
The Holy Grail Erik the Viking, 
Ringed Power, and Danger Mouse 
in the Black Forest Chateau. 
Colin Hayward, Tel: 01 *85 
4662 5-l0pfH 

Castle of Terror, Dallas Quest, 
Hobbit, Hulk . and Termrmu linos. 
Arls Par la pas, IS Pyrslnella 
Sireel, loarmina, Greece 


Twin Kingdom Valley, Hobbit. 
Heroes of Kant. Hulk, Sorceror of 
Clayrpdrgue Castle, Castle of Ter- 
ror, CoOossal Caves, Bored of the 
Rings, Quest for she Holy Grail. 
Magicians Ball. Return to Eden. 
Mindshadow. Emerald Isle, and 
Red Moon. 

Phil Sy monels, 29 Goliath 
Close, Roundshaw, Wal- 
hngton, Surrey SMS 9HN 

AzIcl Tomb. Hobbit. Advent urc- 
land, Pirate Adventure, The 
Count, Voodoo Castle, Heroes of 
karn. Empire of Karn, Eni’hanier, 
Volcano of Raka Tua. Himalayan 
Odyssey, Oasis, of Shalimar. Castle 
-nf Mydor. Adventure Quest, 
LordsofTime, Colossal Ca ve, Clas- 
sic Adventure. Escape from. Raka 
Tua r Lost City, King Solomons 
Mines, Mystery Island, Scroll of 
Akbar Kban,The Institute, Critical 
Mass, Infidel, Death in the Carib- 
bean, Wizard and the Princess. 
Wtshbringer, Zork 1. II. and HI. 
Secret of Bast on Manor, and Sus- 
pended. 

Margot Stuckey, 14 Marampo 
St, Marayong. NSW 2148, 
Australia 

Heroes of Korn, Empire of Karn, 
Crystals of Car us. Jewels of Baby- 
lon, Subsunk, Sea base Delta. 
Worm In Paradise, Voodoo Castle, 
Ter mono linos, Mordons Quest. 
NcV trending Story, MindsEtaJi.iw, 
Urban Upstart. Roblnol Sher- 
wood, Hampstead, Wizard of 
Akyn, Hobbit, Time Machine. Cir- 
cus. Arrow of Death, Emerald Isle, 
Lords of Time, Gremlins, Sorceror 
of Claymorgue Castle, Red Miron. 
Ten 1 it lie Indians. Perseus and 
Andromeda, ZZZZ2 . , . , Feasitu]- 
ity Experiment. Valkyrie 17, Bored 
of the Rings, Pirate Adventure, 
Very Big Cave Adventure, Val- 
halla, Golden Baton. Ring of 
Power, Advent u reland , CoUossal 
Adventure. Quest for Holy Grail, 
Hulk, Price of Magik, Return to 
Eden, Snowball, Pilgrim, Snow 
Queen, Espionage Island, Inca 
Curse, Ken tilla, Helm, Lord of the 
Rings. Ship of Doom, Zork 1, 

Spic temian, Warlord, Forest at 
Worlds End, Planet of Death, anti 
limited help on many others 
John Barnsley, Advcntures- 
tue, 32 Mcrrlvale Road Rising 
Brook, Stafford, ST17 9EB 

Please Note: Respect your fellow 
adventurers. By offering to help 
yon they arc undertaking a not 
inconsiderable sad and deserve 
both your gratitude and your con ■ 
side-ration. Never phone after 
10pm (earlier if specifically men- 
tioned above} and ALWAYS 
enclose a stamped addressed 
envelope if you want a reply by 
post. 


'wmmn 

Wizzard Fraud 
Shock Horror! 


The Wiz was quite dismayed to 
e can vc the following missive from 
Sue Beddowes. 

7 wrote to several of the people who 
are offering help just recently, ertila 5 - 
mjr a self addressed en velope u ith each 
enquire. Unfortunately 1 receive d jusl 
one reply. ! don't think this is good 
enough. J myself took a turn on the 
help page and l answered every one 
who wrote to me. I know if s impossU 
hie for you to know wUffl is going to 
help and who isn't, hut it is both 
annoying and frustrating to spend 
time and money in writing to people 
who don '( reply Perhaps their only 
ambition is to see their names in print 
without really having the ability to 
dr liver the goods 

Ahal So the truth Ls out, you 
Fraud! mgs. whoever you may be 
I am sure that these lazy swines 
arc in the minority, I <ut steps must 
obviously be taken 

Now cop this. Ms Beddowcs is 
wrong in one respect The Wiz 
CAN tdi who is going to help and 
who isn't? Quite apart from my 
meta psychic fa rawing faculties 
which enable me to spy oil each 
and every one of you. f have other, 
even more effective, methods. 
From now on every month the 
Wiz will write to a random selec- 
tion of Clever Contacts, disguising 
his enquiry with devilish subtlety. 
Anyone failing to respond wilt be 
brought to ACCOUNT. You have 
been warned, my Friends! Your 
duty lo mankind is an honourable 
one and should not be undertaken 
lightly. Perform it well, or I 
unleash die Harpies upon you! 




Wherever you may be. you ean 
contact the Wiz and have lire 
Chance to see your name on these 
hallowed pages. Write to me on 
any aspect of adventuring at THE 
WHITE WIZARD'S ‘ DUN- 
GEON, PO BOX 10, LUDLOW, 
SHROPSHIRE SYS IAQ If you 
have one of these Modem things, 
you can try gelling me on HT Gold 
8J:JNL251 or on Pres tel /Mic- 
ro not 919994854 Re aware, 
however, that the Wiz doesn't log 
onto Preste! as often as he used lo 
— BT Gold is a much belter bet if 
you are a subscriber. 





THE NO. 1 
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C64 only 


^ T 0Wf: ?s ^ i 


A NEW TAPE TO DISK SYSTEM 




THE EXPERT CARTRIDGE - A NEW TAPE TO DISK SYSTEM FOR THE CBM 64/0128^1 


ft* FREEZES AND SAVES ^STPRWRAWS TO DISK 

S ^S®f ra * WE - E 

** PROGRAMS ARE LOADED back VtHT r* 

„ back and bun in less than 

:: E us!s A BAM CABfNiDGE AND DISK BASED SOFTWARE FOR 
. fi ^r S P "«AN 0 tAE E .OT.« 


Although m* ,be I" 51 - ” le f“^^ 8 cTs d ( 80 Wtoss 2*™i*B«ri foreign 

outperform all othac similar produ *9® ,, " expert's. rariofmance. 

products costing WW ^Tysl sins then the expert cartridge 

™ «* «* “"“ ro ,o! 

very little cost 


TRILOGIC 

Dept Z2 


Mailorder 29 HOLME LANE BRADFORD BD4 0QA 
CALLERS 329 TONG STREET BRADFORD BD4 9QY 

Tel 102741 684 289 


O OCDOIOC 

c/\ i\unii\ d 


VIDEO VAULT INTERNATIONAL 

10*REPAIR SERVICE □ r ' B ^ 


TRADE SUPPLIED 
FROM STOCK! 


^ I ^ f ^ J 


Telephone: Glossop (STD 04574) 66555/67761 
140 High St. West, Glossop, Derbyshire, England 


t Copyright Videovault ltd Mo 151085 




D.I.Y. SECTION- 


if you Know what chip has gone In your coni puter you 
can order the replacement l,c. From our range 

6526 23.00 901225-01 23,0C 

6510 23.00 6569 23-OC 

6581 23.00 4164 RAMS 3.0C 

901227-03 23.00 Power Supply 

901226-01 23.00 Units 29.0C 

All prices include vat, please ADD £i so to cover 
p S P and handling costs, Insurance, 
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A GENUINE DIY CHALLENGE! 



IS PERCEIVING? 


dozens of gruelling questions! 


vac it’s, another one of those Iwi j e + Q overwhelming der 

thingles. fjrst^o prov^^ of th0 


to CHI€^ 


1. Rescue on Fractals 

2. Pitstop U 

3. Koronis Rift 

4. international Karate 

5. Commando 

6 l Nodes of Yesod 
7 Spindizzy 
8. Sabre Wulf 
9 Lords of Midnight 

10. Scalextiic 

11. Bombo 

12. Solo Flight 

13. Who Dares Wins II 

14. Wizardry 

15 Staff of Karnath 

16. World Cup Carnival 

17. Doomdark's Revenge 

18. Way of the Exploding Fist 

19. Arc ofYeSod 

20. Gyroscope 

21. Wizard's Lair 

22. World Cup W 

23. AcroJet 

24. Elite 

25. Gertie Goose 

26. Z 

27. Paradroid 

28. Uridium 

29. Starion 

30. Bomb jack 
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Still reckon you're a MASTER BLASTER, eh? You do?! TUm to 
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/ AHHL KWH LUVLKlj DA 1 ?,., FOR A VMLK TO Tfit SHOPS 


Si NERE WE ARE! 


Oh NO! NOTH/M A6jA!N / 


Rui-f loadihJacK ttit 
Nipper form- or else! 


AND SO... A STAR !S BORN., 


And / always \ 

we # sdiaBdidg\fo\e'B & 

. pirn N — 




ARE jOM TOO MUCH OF A W!MF TO RUN? THIS CjAAAE 


JUS MICRO 


J;1 'J 3 -t, Ilf HU DMlT'iHI. 1 i-11 


Gremlin Graphics Software Ltd,, 
Alpha House, 10 Carver Street, 
Sheffield Si 4FS, Tel: <0742) 753423 
Telex No: 547274 


SPECTRUM 48K- MSX ■ AMSTRAD 
COMMODORE 64/128 


© 

' J ■ H* 1 J 
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3 ^en yooi ore ^ gels the 

sisss^ 


-SerTtheP^f- 

«?fiA«^»sSS2 





no W!L r —7-- ourtrflB — ' We uum * 

more than JO w jane Eyre, 
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sen word® Wnd of 
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^^iSiS^Sh the witty 
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Gorgeous pouting Claire Hirsch in a pensive 
mood. MrtlmmmC 


Argus Pf as* 
jane Smith- 


Software vary own eya-opwM. 


Unr** rai n i ng Fran 
Meet* Tar San Men 
A Jurgl* Gram Treat 
From the PoL.jer= Th=t P#, 


Addictive's Sara Crane, | 


LIMITED EDITION! 


***!&££& iffi 

tu£a a is* a 


ckflctire 


THE SHADOW’S SOFTWARE 
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of* 1 ? , 
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EXCLUSIVE! 
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Mr Misery himself. Lloyd Mangrarn, received this amusing little missive 
from Addictive Games' Sates and Marketing Manager, John Picking the 
other day * . ■ 

. . „ which prompted The Shadow into producing this SOFTWARE 
CUTIES SPECIAL Feast your eyes — this is your first and last chance! 


y , rituh( 


FOR ONE MONTH ONLY! 
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GIRLY’S GIDDY RISE TO FAME: 
AN ABRIDGED VERSION 


h.t; j.i,juow nas seen keenly 
watching the young Bar- 
khampstead fellow's storybook 
nsoto fame, Jo just over a year and 

a half the pseudo-transvestite 

Mack has risen from an unknown, 
unemployed, and unhappy mam- 
mal, to become Editor of this 
esteemed organ. And as his posi- 


tron changed, so too did his hair 
style — from short, flat, and occa- 
sionally spiky, to long, ffat, and 
occasionally spiky. Here are a few 
pictures from The Shadow's per- 
sonal collection, which show the 
characteristic stages of Penn s 
meteoric metamorphosis, 




minion 



COMPUTER GRAPHICS LTD, 


© 


SALES 01-379 6755 
01-240 9334 

INTERNATIONAL 44-1-379 6755 
COMMODORE 64/128 




m ■ and 

virgin games 


Dare you to accept the 
challenge with the 

VIRGIN ATLANTIC 
CHALLENGE GAME 

On the 29th of June 1986, Richard Branson 
won the BLUE RIBAND title for Britain 

Can you do the same? 

CBM 

64/128 

£8.g£ 

SPECTRUM 

48K/128 

£ 7.95 

AMSTRAD CPC 

464/664/6128/ 

With a FREE poster of Virgin Atlantic Challenger II 

Whi le slocks last on ly al Vitgi n Games Centre 

the no. ichoice 

for games 

ABEHWEIth/? Union Street ■ BIRNIINGHAMgg Corporation Street 
BRIGHTOK157: 104 Western Road ■ eRLSTOLig Merchant Street 
BROMLEY 140/44^ High Stree! (in Burton Menswear) 
GLA*GGW( 28/32 Union Slreet ■ LfHlS^/gg Bhggate 
HTM£HJT*k} 5 Armada Way ■ LOMDOPTioq Oxford Street 
TOP HWWH>xford Circus. 




DENTON DESIGNS ARE BACK t 


Beyond have just announced the 
imminent release of two brand 
new Denton Designs titles r 
Dante's inferno and fnfodroid. 

Those of you who read classic 
literature Mill have hoard of 
Dante’s Inferno, a book about a 
pilgrim who is damned to walk 
through hall, Denton have adapted 
the book to form the basts of an 
arcade adventure, and in it you 
must travel through hall and 
escape. You are given seven days 
to do so, but there are aH manner 
of hellish nasties who are deter- 
mined to ensure you remain where 
you are + , , 

The other game is Infodrokt, a 
far cry from the classic style of the 
former. It's an arcade/strategy 
game set in a future whore com- 
munications as we know rt have 
ceased to be. The worid's popula- 
tion has grown immensely and 


normal communication channels^ 
such as telephones and datalinks, 
are so crowded they are impossi- 
ble to use. Consequently, to get 
information from place to place 
you have to use the Infodroid sys- 
tem, a huge network of droid- 
roads upon which millions of mes- 
senger robots thunder. 

You play one of those robots 
and must successfully deliver the 
many assignments given to you. 
Throughout the game you are 
given opportunities to customize 
yourseif, essential in the cut-antf- 
thrust future world of information 
delivery. 

Mr Rignall has seen both prog- 
rams and thinks that infodrokf is 
really neat and very pretty. Beyond 
reckon that both games will be 
finished for next issue. We will Just 
have to wait and see. 



OBJLCIS um 
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SOUND FAMILIAR? 


If we say Ihe ward "Druid', what 
thoughts are conjured up in your, 
mind? Strange old rituals? Human 
sacrifices? Stonehenge? Or 
maybe, if you hail from the land of 
the teak and daffodil, the Eis- 
teddfod Genedlaethol Cymru , . . 
Well, whatever you thought of we 
bet you didn't think of a one or two 
player (simultaneously) rote play- 
ing arcade game. 


Druid is the name of Firebird s 
latest product and they have 
looked to the arcades and found 
some inspiration in the form of a 
innovative four player game which 
slips our name at the moment. It 
should be finished in time for 
review next month so look out for 
more details, it sounds rather 
interesting. 
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BEYOND, THE FINAL FRONTIER . . . 


Star Trek games have been with 
us since the dawn of the computer 
age. PETs, ZXSIs, TRS 80s . . . 
they all had Trekkie games. But 
none were officially licenced. Now 
Beyond have been appointed by 
the Paramount Film Corporation to 
produce the first official Star Trek 
game to coincide with the televi- 
sion series' 20th anniversary. 

Mike Singleton, author of The 
Lords of Midnight and Quake 
Minus tW and two of the founder 
members of Denton Designs 
(Frankfe. Transformers , 

Shadowfirtf, Kenny Everett (I), 
and Steve Cain, are all program- 
ming the parne which looks as 
though it will be big. 

The game has a strategy bent, 
but isn't lacking in action as you 
attempt to destroy the Klingons 
before their master plan of taking 
over the universe comes into 
effect. There are also 256 other 
sub-plots played across a huge 
star galaxy consisting of over 
1 ,000 stars, each with its own 
planetary system. 

A mixture of vector 3D, bas- 
relief, and normal graphics and 
digitised pictures of the crew will 
be used to portray the space bat- 
tles end on- planet action during 
the game. Beyond hope to have 
the game finished in September, 
so keep your eyes peeled. 


WAR! WHAT IS 
IT GOOD FOR? 

Martech are bringing WAflta your 
Commodore, If s being written by 
Tim and Stoat, two of Com- 
punet’s most endurable heroes 
and authors of the 77?rusf Concert 
.and many other demos. 

If s a two-way honifontal scrol- 
ling shoot em up where you have 
tc fly over vftnous space stations 
and strafe the objects on the sur- 
face m order to shut down a reac- 
tor. But there's a novel twist in I he 
game — you're allowed to fly 
above AND below (he ship, and on 
later stages it's a necessity if you 
are to complete a level. When 
you’ve shut down the ship you 
have Id finish a strange sod of 
bonus screen, one of the trickiest 
parts of the game. 

Bas-relief graphics are used lo 
portray all 20 ships, and there's a 
thumping Rob Hubbard sound- 
track on the title screen, a huge 
scrolly-by high score table . and 
loads of sprites in the border just 
for qood measure. It should- be 
finished in the next few weeks so 
keep an eye out. 


ROBTEK S KING SIZE STUFF 


Bobtek, kings of the cartridge, are 
releasing th-jir first game — or 
rather games — for the 64 King 
Stie 50 Games in One Peck is the 
name of their latest release, and 
guess what's on it? Did you guess 
right? 50 games! Yes, there are 
some oldies end goodies on this 
bumper fun package: Flight 

Simulator, Tennis, Space Maze, 


Frog , Monopoly, Miner 64, Super 
Maze, Pa Cm an. Mastermind. 

Otheffo . and £f Puzzle to name but 
a few. 

The whole lot will be on sale for 
a tenner, so that makes the games 
um ... twenty pence each 1 
We'll be checking them all out 
when we gel them 







£ 120 WORTH OF PCWSHOW 
TICKETS UP FOR GRABS 


. j*. wfuuuiu ji^pi vvju -U * ■ kO | T-_l IfjrajTJf I J f ly 

Uul, Paradroid and Uridium is soon to frnish his latest game. Alley Kai, it's 
nothing to do with the wild felines that prowl our inner cities, and is m fact 
a vertically scrolling shoot em up cum race qamo. Here is an abndqed 
version of Andrew's scenario: 

Interstellar sports have been in a state of disorganisation for many years, 
but the advent of a new sport , inner planet racing set up by the pirate TV 
^ 1 ions earned itself a massive folio wing. The sport was fuff of act ton and 
incident, and many racers were killed, hence the targe audience 
A huge accident occurring at the Jupiter stadium forced the authorities 
to damp down , and they resolved to organise the sport and make it safer 
for the racers. Eight race tracks , or space wheels as they were called 
were built and the grandest, Arena Obito parked above Earth's atmos- 


MIKRO-GEN 
NEWIES ON 
THEIR WAY 


'ELLO'ELLO ELLOl WHAT'S 
GOIN' ON 'ERE, THEN? 


Fancy a bit of robbery without the The boss works out what each of 
hassle of getting locked up for your the lads will be doing every second 

Crimes? If so then you might be of the raid. Dbvioudytimemustbe 
interested in a game which is soon al lowed for certain tasks, like p»ck- 
be released by Ariolasoft. ft's cal* ing locks and blowing safes, 
fed Swag, and, surprise, surprise. Once the boss is happy with the 
is all about chaps in stripy shirts plan, it’s off to the raid Here, all 

with large bags over their shoui- the members of ihe team do what 

dws- the boas tells them to, unless die- 

You Start the game wrtfr about turbed by the 'pigs' (right on!). The 
SOp to your name, and have to player contras the boss by joys- 
make a living breaking through a tick during ttfis phase of the game, 
life of crime. First, you must select and tries to cope with unforsesn 
a l job\ and then assign the correct problems— this iis vital if the player 

lads for it. Each of the assorted ruf- couldn't afford to buy a plan otttie 

fians available for him has a price place and i$ going in virtually bii nd. 

and a particular skill. The player Unfortunately, we won't have a 
must use his or her own skill and review of this rather unusual game 

judgement to work out what sort for at least a month. Ah well; stay 

of team is needed, and the amount tuned to radio Ludlow tor more 

of muscle required, details . „ „ 


Equinox, an AMTIX! Accoladetf 
product (that doesn’t sound right), 
is at this very moment being con- 
verted to the 64, 

The game is a flick screen 
arcade adventure which puts you 
in an ho Ho wed-out asteroid called 
Sury~Ani 7. Problems are afoot 
because the whole place has 
become irradiated, and it’s up to 
you, a mere disposal droid, to clear 
the area and make it safe for man 
to return. 

The Amsirad version was very 
pretty indeed and MikFO-Gen man- 
agement man, Mike Meek, said 
that tine programmers have tried 
hard to make the 64 version as 
graphically similar as possible. It's 
very nearly finished and there 
should be a review next month. 
Hooray! 

Also on the way from the Srlstol- 
based software house is Frost bits. 
'It stars an instantly likeable 
character who you have to see to 
appreciate/ said Mike. "It's am 
arcade adventure where you start 
off life in a frozen planet and have 
to find your way out. You have to 
defend certain parts of the planet 
and there are ice monsters which 
try to kill you. Although I say so 
myself, it's graphically stunning 
and I'm really pleased with it. 1 Coo, 
We wait with bated breath. 


THALAMUS 

FIRST 


A brand new software house cal- 
led Thalamus has Just announced 
the title of their first product — a 
shoot em up called Senxion, which 
is being programmed by a Finnish 
unknown called Stavroa 
Fasouias (pronounce that one. 
matey). 

The game is a one-way right to 
left horizontal scrolling affair which 
uses two screens to portray the 
action, a main screen shows an 
elevated view of the craft and a 
smaller 'scanner/early warning 1 
screen shows the view from above 
the craft. 

Sanxion has a clear objective — 
just travel as far as you can and 
dispose of as many aliens as pos- 
sible, but doing so Is much easier 
said than done. All manner of 
aliens are out to destroy your craft 


This year’s Personal Computer 
World Show is to be held at Olym- 
pia in London and runs from the 
3rd to the 7th of September (the 
firat two days are for trade and 
business visitors only), Widely 
regarded as THE event of the year 
for anyone who has an inclination 
towards computers, the PCW 
show exhibitors include hundreds 
of companies who will be showing 
off thei r wares. 

If you want a first hand preview 
of what will be coming out for the 
Spectrum over the autumn 
months, the PCW Show is vital vis- 
iting, and of course NEWS FI ELD- is 
taking a stand at the Show — don't 
forget to pay the Spiky Haired 
on es a visit. We 1 1 1 be in the N ati onal 
Gallery on the first floor. 


We've got 35 PCW Show ticket 
packs to give away, including the 
Official Show Guide, and they're 
worth £3 each. If you fancy free 
admission to the Show of the Year, 
jot the answer to this simple ques- 
tion on the back of a postcard or 
envelope and send it off to PCW 
TICKETS, ZZAP! TOWERS, PO 
Box 10, LUDLOW, SHROPSHIRE, 
SYS 1DB. We'll be making the 
draw on August 25th to make sure 
the winners get their tickets on 
time, so get a move on. 

There have been quite a few 
PCW Shows — one a year for 
some time. This yearns PCW 
Show is the , , . . th annual PCW 
Show. Go on then, get your a ns* 
wer in. 
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end these Include fatty mother- 
ships, bouncing squares, and 
spinning rotunds amongst a 
wealth of others. 

And there's more! When you 
complete a level you're given the 
chance to boost your score via a 
bonus screen. Hem you are invin- 
cible and have to either shoot, pick 
up or crash as many targets as 
possible. 

The graphics ere simply stun- 
ning and the sprites are some of 
the best we“ve seen . . . The bad 
news is that you ' II ha ve to wait unti I 
the PCW show before you can see 
it! 




IN PURSUIT OF 
TRIVIAL BITS 

Although there are S number of tri- 
vial computer based games, 
nobody has actually released a 
I proper version of the board game. 
Untrl now, that is . . . Domark have 
jumped onto (he trivial pursuits 
bandwagon and are set to do just 
that. 

The game has a proper trivial 
pursuits board and plays n the 
same way as the board game. But 
there are also extra features. 
Wow-ee! Rather than having dice 
there's a funny blob by son of 
character called TP who throws a 
dart at a numbered board and then 
asks a question on the subject per- 
taining to That number. The ques- 
tions aren't always the usual ' What 
colour knieks was Napoleon wear- 
ing when he met his Waterloo?' 
type of thing, but there are some 
visual and aural questions toot 

The game should be released 
around October time so if you're a 
tnvia buff or just fancy a change 
from blasting aliens then look oul 
for it. 


ARIOLASOFT DEACTIVATORS 


A group of assorted Newsfield 
hacks recently visited the plush 
offices Of Aniolasoft and brought 
back some info on their latest 
game, Deactivators . it's a three 
dimensional game in which the 
player has to dash around several 
screens doing a spot of bomb dis- 
posal. 

The action takes place in a two 
dimensional grid of rooms. Some 
of the rooms are connected by 
doors and some by lifts. Around 
the grid are scattered a number of 
bombs which have to be disposed 
of by throwing them th rough a win- 
dow (ah! bomb disposal). The win- 
dows, naturally enough , are 
situated on the outer vertical sides 
of the grid, so the bombs have to 
be transported there first. 

Unfortunately, not all the rooms 
are connected so, initially, three 
bomb disposal droids are supplied 
to do the job, The bomb has to be 


passed from one droid to another 
by Jobbing it through some of the 
internal 'windows 1 , a somewhat 
tricky pastime. Well, that's the 
basis of the game. 

Each room has a different level 
of gravity due to some quirk m 
Einstein's special theory of games 
designing. This all makes chuck- 
ing bombs around a little tricky, as 
the angle required changes with 
the level of gravity. 

Yet another dimension of the 
game is the central computer, 
which has been sabotaged- Sun- 
dry circuit boards have been scat- 
tered around the place and these 
have to be replaced in the compu- 
ter in order to open up various bits 
of the maze and activate transpor- 
ters and the like, 

D&activators looks promising, 
and hopefully we will have a full 
review next month. 



— 




The Power and 

the GLORY 


Americana Software , Units 2/3 Holiord Way, Holferd, Birmingham JS6 TAX. 

Tel: 021356 m 


Available on 

CBM 

64128 




FOB 


£1 

The graphics 
are great, the 
Stkihd ibenafite 
averti and the 
PfOQrSm is a highly 
pfsyarve entf aftSett* 
.Air I can say b buy 

Go for m Gokt is bastcaNy 
an art/emay etossy spoils 
rftaf 

W' j turtw? by my sail 
tospectihg ton. 
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THE COMPUNET PAGE 



P-K-CH-LICK! BRING! BRING! 
SKRZZZEEEKZZ! SKREEEKZ! { 

Connecting . , . ENTER USER ID: ZZAP!64 PASSWORD: ****** GOTO... DEMOS 



A couple of 
text-framas from 
RICHARD HARE 
(one third of 
MACHS! ). 


The LOST ARK DEMO — Keckin' by RED, piety by CAS. 


Qlurr, Whiiz, Bfourght — U FUDI BAD by CHRIS YATES 
end JOHN HARE. 


T?te plccy from ENGLISH SOFTWARE'S 
KNIGHT GAMES demo, 






T here have been lots of neat 
demos uploaded recently, 
especially Jn the new (ish) 
DEMOS section. I quite like RED 
and CAS' LOST ARK DEMO — a 
hack, of the music from RENG's 
ARK PANDORA sot off by a piccy 
of Indiana Jones. Oh, and LIZARD 
and STEVE's SUMP, SET, SPIKE 
demo — a hack of the music from 
the game with a piccy of a face 
that blinks — Is afso rather nice. 
For these, and many more, GOTO 
DEMOS. 

TONY CROWTHER, in conjunc- 
tion with COMPUNET, has 
uploaded a version of his TRAP1 
demo in the SCORCHER DEMOS 
section. It has been adapted to 
serve as an advert for C N ET, which 
it does very well, and features a full 
TO minute 'symphony - by BEN 
DAGUSH accompanied by a cute 
demo and some film-like credits 
detailing the advantages of CNET. 
Impressive stuff, and certainly 
worth the 25 K download wait. 

Also to be found in the 
SCORCHER DEMOS section is a 
KNJGHT GAMES demo, uploaded 
by recent addition to the "net, 
ENGLISH SOFTWARE. It's a very 
simple affair, consisting of a piccy 
and the title screen music from the 
game, but worth a BUY all the 
same. 

Aural philanderer, BAZZA 
LEITCH, has certainly been mak- 
ing a bit of a name for himself 
recently. If he's not consistently 
telephoning various 64 musicians 
and programmers to tell them how 
good his music is, he's flogging 
hpped-off music to Firebird and 
having the urine extracted on 
CNET by various demos in the 
CHICKEN SONG directory. 

This DtR first appeared a month 
or so back, and has proved a 
popular attraction, It was the 
brainchild of three musicians, a 
programmer and two journalists— 
all under the effluence . . . afflu- 
ence , „ , Influence of noxious 
beverages. There they were dis- 
cussing the ever persistent Mr 
Leitch, when one of them (no-one 
can remember who) came up with 
the idea of the Chicken Song 
Directory. 

It can be found in the MUSIC 
HALL Section [GOTO 1601), and 
contains a variety of variations of 
Spitting Image's the Chicken 
Song, At the time of writing there 
are demos from We MUSIC, ROB 
HUBBARD (in conjunction with 
STOAT and TIM), THE MIGHTY 
BOGG, DAVID WHITTAKER (in 
conjunction with TONY 
CROWTHER), and THE COM- 
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SKRAAAEEEKZZZ . . 




MAN DOS, Also present Is Bazza's 
'original' version which sparked 
oft trio whole thing. Funniest of all 
the demos must Be Bong's SIC- 
KEN CHONG, It's a version of the 
Chicken Song sung by a chicken 

— well, a digitised impression of 
one. 

Bazza's not a bad lad realty <(1 
mean* hanging around with the 
sort of person who copies Rob 
Hubbard's source files behind his 
back is no reason to condemn 
him), and he’s taken the whole 
thing as it was intended — a bit of 
lighthearted fun, OK, so it's at 
someone else’s expense, but then 
humour usually is - . « 

StLENTMAN has now come out 
of hiding and Is back as THE 
MIGHTY BQGG [aka GRAHAM 
MARSH— G M3) with a new demo 

— RUSSIANS. It’s a rendition of 
the song of the same name from 
Sting s DREAM OF BLUE TUR- 
TLES album, and features a five 
line scrolling message in which Mr 
Marsh condemns the Musician's 
Bell Interview for being 'com- 
pletely worthless 1 , and mentions 
that he will be uploading some p' 
takes of his own music in the very 
near future. GOTO BQGG for 
RUSSIANS and other Bogg 
demos — oh, and while you're at it 
take a look at the We MUSIC 
(GOTO WE) and DEMON demos in 
the MUSIC HALL 

Well then, ail that remains to be 
said before I go is the hellos (no 
scrolling, but tine characters are in 
the border). So, in traditional CNET 
style, heflo to: 



ttbrttwe* 







THE ART GALLERY 


i 


I he highbrow, mainstream art cognoscenti used to Frown upon what were 
termed "primitive' artists, using terms such as 'charming' and colourful' 
to describe their untrained daubing. The licmisation of painters like 
Chagall and our own Lowry (with his famous stick figures) made critics 
realise that there was a " school' of innocents whose work was worthy of 
respect even though it emulated the primitives, and they coined the phrase 
foyt raifttocope with them. Since those days, native pa inting$ have fetched 
good prices in auction, and painting in a primitive manner is considered 
favourably today. 

This month's selection of four pictures draws heavily on such primitive 
influences, and a brightly coloured collection they make. 



NO PARKING by 
Rob tac&SQfi 

Two works here by 
Jackson, loot! i hav- 
ing very similar 
modes of attack. 
Heightened, almost 
surreal, colour is 
used lo Cteale aft 
uncomfortable 
atmosphere, 
oppressive, brood- 
ing. possibly danger- 
ous. WteYe 

reminded inMantly 
of Dorothy’s epic 
trek down the Yel- 
low Brick Road as 
she approaches 02, 
aprehemih^ty. a 
clash of cult unit sym- 
bols adds tension to 
the composition 
the traditional, 
'pretty' fairytale 
landscape with its 
towering castle is jar- 
red by the No Park 
Ing sign stuck to the 
ln,'p This Intruder 
from another coun- 
try and time sparks 
an atavistic fear of 
the misplaced — an 
echo of Salvador 
Dali perhaps? 
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ORAN Ct SECTOR 

by Rob Jackson 

Jacksons second 
offering got-, for a 
similar use of bright 
but asceHbic colour. 
Tbt‘ awkward 
perspectives am 
designed to throw 
the viewer's perrep- 
lions awry, and like 
thii other 

carnphonic ele- 
ments in Eiiis com- 
position, everything 
is nauseous. A 
delightful touch is 
the very simple, 
rather child-like 
skull, normally the 
object of primitive 


fear, yet in Orartge 
Sector i| is over- 
shadowed by il>e 
cryptic,. neo-SF 
signpost warning of 
vapourisation- fw 
ukr- violet carriers. 
It's interesting io 
think of rhese two 
pictures as reverse 
images of each 
other, the viewer an 
unwilling particip- 
ant In a dream 
where nothing is 
comfortable, thai 
moment where the* 
dreamer senses 
nightmare inexora- 
bly approathiing 
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HE IS THE Uwfcy 
Casflfi 

Dsgave us the pow- 
erful comic strip 
mage or fudge 


Dredd in an eadler 
Calory, and here H 
the brlnger of law in 
another characteris- 
tic pose. Comic swip 
art has, in a senw\ 


always been a 

'pfimdtive' form, 
eschewtng normal 
perspectives and 
realism (or the 

exaggerated dtsfor- 


nnn f i of the cinema 
lens. The relaxed 
pose of Dmdd clev- 
erly undertimes 'ihe 
dangerous violence 
of the man — be 


may appear to be in 
repose, but he cer- 
tainly isn't slumped, 
If anyone mistook 
this lawman 35 any- 
thing other than 


socially maJigrtanl, 
the viewing angler 
disilfusions us — of 
Dreddj what we see 
the most is his huge 
green jackboots. 





schools who pushed 
the limits of repre- 


MAC by 1 C 
I am not familiar 
with’IG, but marly of 
you will undoub- 
tedly know (be 
name of Id's sitter, 
none other than 
■Macfll Thb picture 
falls easily into (he 
'primitive' manner 
with iiv cartoon 
quality of presenta- 
lion The exagger- 
ated posture of Mac 
(almost high camp m 
farij echoes the 
Mannerists of the 
16 th century Vene- 
tian and Roman 
10 pi 
or i 

senting the human 
form to ihu point 
where necks were 
giraffe- like for Ihu 
iake of elegance. 
Here, the strangely 
effeminate stance is 
purposely meant to 
contrast wirh the 
aggressive, baseball 
aback. Oddly;. IG p s 
knight in shining 
armour feels uncan- 
nily like the owner of 
JedbcuVs spiky 
lowered castle in N& 
Parking — not, I sus- 
peel, a man to 
sweep a damsel tiff 
her dainty feet wiih- 
omi handing her 
back badly dam- 
aged. 
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CBM 64 * 
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....superb animation.... 

Your Sinclair 


Gladiator is a great game' 

Sinclair User 

This combat game gets 
the thumbs upfromOVG 1 ' 

C+VG 


THE THUMBS UP MEANT 
/ MAS TUE EMPSeod'S 


* VI 4PBJWWWA.V t tin# 




Wi. 


Y 'Highly addictive with the 
f 'one more little go’ 

element about if 

Sinclair User Sounds Easy? 

Wait tilt you try it 

.to. Go and buy it.... 



MARTECH'S ITCHY MOTHER 


A ccording to Brian Jacks , 
British Judo Champion 
and Superstar extraor- 
dinaire, Uchi Mata (Itchy Mother, 
Uchi Mata — it all sounds the same 
to me) is one of the most satisfying 
moves in Judo. It is also the title of 
Martech’s new sports simulation, 
which is being written by ex-Task 
Set programmers, Andy Walker 
and Paul Hodgson. 

This dynamic duo spent a long 
time filming Mr Jacks in training, 
and learning about the sport of 
Judo to ensure that the graphics, 
rules and scoring were as dose to 
the real thing as possible — within 
the constraints of the 64. Some 
Judo moves aren’t incEuded in the 
game — such as those which 
involve holding a player down on 
the floor for 30 seconds — since 
Andy anci Paul felt that it wasn't 
really 'game stuff', 

Andy and Paul decided they 
wanted to encourage the player to 
learn about Judo as the Joystick 
was waggled, picking up the 
moves and getting Into the sport 
as well as the on screen action. 
Some of the moves may seem very 
complex initially, but there are sev- 
eral straightforward throws availa- 
ble which help the player to get 
into the game. Andy feels that as 
players improve they will begin to 
use, and appreciate, the more 
complex moves available. Sixteen 
physical movements are accessi- 
ble from the joystick, but since 
each can start in one of two ways 
and end in any one of five,, there 
are effectively 160 possible per- 
mutations once you get onto the 
met! 

Although Uchi Mata ia intended 
to be a simulation, it will no doubt 
be regarded as yet another in the 
current trend of beat em up 
games. It's much more than a 
' straightforward scrapping game, 

| however: once you start to play it 
becomes dear that strategy is 
required as well as quick thinking 
and fast reactions. In real life, the 
positioning of a fighter’s feet is 
important and as the game prog- 
resses, certain moves can only be 
executed on screen if the player 
positions his man correctly. Also, 
getting a good grip on your oppo- 
* nent is essential — the better the 
grip, the more chance you have of 
performing a good move, The grip 
constitutes a good 60% of Judo, 
so Andy and Paul decided that this 
would have to form an integral part 
of the game. While the combatants 
grab hold of each other automati- 
cally when they get close enough, 
as you get better at playing Uchi 
Mata, you can take control of the 
grip and affect the timing and 
strength of a hold. 

Uchi Mata should be completed 
in time for the PCW show — Mer- 
tech plan to have live Judo 
demonstrations on their stand, so 
pop round and say hello. Take your 
Black Belt along . . . if you've got 
I one! 



HI IHOKU 

CHUl 0 VUHO NCIIUI 

MM DO tl HOlin It Hilt '* 1 


% 
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AS REVIEWED ON 

BBC TV 


t|JLKE£Emir RELEASED BBC MICRO 
VERSION HAS BEEN GREETED WITH 
ACCLAIM AMD INCREDULITY,— 


ti 




COMMODORE 64/126 L. 
Cassette £9.95 
Disc £11,95 

AMSTRAD CPC464/ 664/61 2 S 
Cassette £9.95 
Disc £14.95 

BBC MICROS: 9, B+, Master 
Cassette £9,95 
Disc £11.95 


FOR THE V, 

COMMODORE 
AMSTRAD AND 
BBC COMPUTERS 


/ 






A ( last, speech synthesis at a price you 
can afford, SPEECH! works entirely Jn 
software taking up less than 9K of RAM: no 
extra hardware whatsoever is required. 
Unlike other system* SPEECH! has an 
unlimited vocabulary: it will say anything 
you want |t tq and Is simplicity Itself to usa 
Simply type In: "BAY I AM A TALKING 
COMPUTER, A> EASY 10 USE AS 1 1 3 
and the computer speak* 

SPEECH! has a built-in parser which 
translates English words into ''phonemes" or 
speech particles. There are 49 phonemes 


can be 
command (eg. 


speecn pamciea mere areavphoi 
and 6 different pitch settings which 
used directly by the * SPEAK comme 
“SPEAK/ HE H4LOW4) so stress or intonation can 
easily be addled wherever desired. You can 
change the overall pitch with the “PITCH 
command. 

Every copy of SPEECH! comes complete with 
extra software: 

DEMO — shows off all the feature* 

SPELL —an innovative edu national 
program, 

SAYFILE — speaks the lines at your programs 

Applications In: 

• games 

e education 

• business 

• utilities 


Lrmfted 






REVIEWS ON SB CM AND SBC-2 TV 


Saturday Superstore (BBC-1) 

This is knockout! This is great! , „ .Wonderful! 
Very, very clever.'' . ► Fred Harris 
Micro Live (BBC-2) 

"Really good value! 11 ,... John Coll 

Reviews in the computer press 

"The reproduction Issuprlslnglygood, and 
certainly an a par with some of Ihe more 
expensive speech interfaces 1 have heard. 
An excellent low cost speech synthesiser 
that really Is very good value for 
money,'' . , . ACORN USER 

. Incredibly easy to use The end result is as 
good as anything I've heard this side of the 
Amiga." . , . POPULAR COMPUTING WEEKLY 

"Overall an excellent package'' , . 
MtCRONETeOO. 

'This is one utility which cannot be beaten 
on quality or price" , , . The MICRO USER, 

'“SPEECH! from Superior Software Isa truly 
remarka b I e off eri ng. A rare ge m indeed, 
Superior Software has produced a price 
breakthrough by achieving an apparent 
technical Impossibility",:. A & B 
COMPUTING, 


VISA 


24 HOUR TELEPHONE 
ANSWERING SERVICE FOR ORDERS 


OLIIt GUARANTEE 

* All mall orders are 
despatched wilhi-n 24 
hours toy fotFO lass post 

* Postage and packing ts 
free. 

* Foully cassettes artd 
discs will be replaced 
immediately 


Dept. SP9, Regent House; Skinner Lane, Leeds LS7 1AX. Telephone: 0532459453 

IRE FflY TOP ROYALTIES FOR HIGH QUALITY SOFTWARE 








ZZAPSTICK! 


#* # 


Joystick Reviews 


So you want to buy a joystick and can’t decide which stick to pick? Well despair no longer, for 
the ZZAP1 crew have been waggling and jiggling their way into the night with the latest 
joysticks to bring you this . , . the fourth batch of ZZAP! joystick reviews! 


Each joystick is put through a series of g rue Hing tests, and is rated require all round quick responses, while International Karate 

wltii a specie I marks scheme which accurately reflects the results of demands precision and easily obtain able diagonal movements, 
the tests and our opinions in general, Decathlon, on the other hand, is a renowned joystick destroyer, 

Do the suckers suck? Does the shaft bend with over-use? Does and thus requires a tough, durable Joystick to meet demands. If a 
the stick feel good? And perform well? We answer all these ques- Joystick is still In one piece after such a hefty pounding, then It is 
tions, and more, in our search for ultimate joystick fulfillment. taken through the other games again to see how well it has ‘worn In 1 , 

Alt joysticks are tested on several different games, such as Manly We also consider how comfortable and practical a joystick is to use, 
on the Run, Dropzone , Decathlon, International Karate, and It's all very well having a responsive, durable joystick, but if it's 
Encounter. These games were chosen because we think that they awkward to use . , . Well, there you have it. tf a joystick can stand this 
bri ng out the the necessary requirements of a joy Stic k. For exa mple, much punish ment from a ZZAP! reviewer, then it's sure to serve you 

Monty on the Run is used to see how responsive/sensitive a joystick well, 
is for such tilings as pixel perfect jumps, Dropione and Encounter 




T ’be Joyball was initially 
regarded with much cyni- 
cism by ail of the team f J w h at 
is that?! 1 , Gary Liddon (God rest 
his soul} guffawed on many an 
occasion). Not one of us thought 
that it would prove responsive, 
reliable or durable in any way, and 
during the course of our extensive 
test sessions it affectionately 


became known as the Cherno- 
bai!. due to its, ah, unusual shape. 
However, it must be said that after 
consistently using the Joyball. our 
opinions have changed somewhat 

it performs a bit like a cross bet- 
ween a joystick and a mouse, that 
is, you hold it like a mouse, but it 
responds like a joystick. There are 


tour tire buttons on the base, but 
only two of them function, The left 
hand button provides rapid fire at 
one of two selectable speeds — 
either fast (15 shots per second} or 
slow (7,5 shots per second). The 
other is a single shot fire button. 

The length of travel is short, and 
as a result the Joyball is sensitive, 
This proves perfect for precise 
movements, and it worked well 
with Monty on the Run, Encounter 
and Dropzone, Using the Joyball 
with International Karate was awk- 


ward. though, since diagonals are 
not that easy to obtain. 

When used with Decathlon , the 
Joyball showed no signs of wear 
and tear, and also performed sup- 
erbly, although being right handed 
is a bit of a" disadvantage, since 
the Joyball is built for left handed 
persons. Stiil, you can always turn 
it round for a quick waggle. 

it takes time to get to grips with 
this most unusual method of con- 
trol, but it’s worth the effort. The 
Joyball is a deli ght to use ; it's com- 
fortable, responsive, tough, and 
adheres to the table well. It is 
rather expensive, but if you have 
the cash to spare then consider 
the Cher — the Joyball a worth- 
while investment. 


l?«ponifvrneji; Stick 97% 

Sensitive without being overly 
'touchy'. 

Reiponslvenm: Dutton 95% 

Both buttons perform well, and the 
rapid fire is great. 

Ergonomics 90% 

A mite cumbersome to hold in the 
hand, but very effective on a table 
top 

Durability 91 % 

Certainly seems sturdy enough. 

Value For Money 78% 

Unfortunately, costly. Although if 
you've got the money to spare, 
then it’s worthy of consideration. 

Overall 91% 

An unusual, but competent joys- 
tick Variant'. 
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THE WIZ CARD 

Suppliers: Euro max Electronics Ltcf 
Price: Efl.95 


Y es, the Wiz Card does look 
very similar to the Joy 
Card, reviewed way back 
in issue 8. They may look alike, but 
there are in tact a couple of signifi- 
cant differences between the two 
. . . The Joy Card is best suited 10 
persons of a left handed bent, 
whereas the Wiz Card is for those 
of a more ambidextrous nature, 
since it is held upright, as opposed 
to lengthways. This also makes the 
Wiz Card slightly easier to use than 
the Joy Card, 

Also, unlike the Joy Card, both 
of the Wiz Card's fire buttons are 
operational, which means that 
they can be used to good affect 
for. say, the Javelin event in Sum- 
mer Games H(tf you don't possess 
an (ugh) auto-fire, then pounding 
away on two responsive fire but- 
tons is easier than beating only 
one to death). However, the 'stick' 
itself isn't so easy to use, It works 
well with most platform games, 
but it's not so hot with games 
which require hard, fast, precise 
movements, such as Dropzone , 


Encounter, and international 
Karate (diagonals are a pain to 
obtain). It's not too bad with 
Oecafbidrr, though, but you do 
have to adopt a somewhat unor- 
thodox waggling technique for 


maximum performance. 

Overall, the Wiz Card is a very 
good, alternative 'controller’, and 
although it's by no means excep- 
tional, it's tough and at the price it 
shouldn't be overlooked. 


Responsiveness: Stick 97% 

Short length of travel and very 
responsive. 

Responsiveness: Button 95% 

Smooth, sensitive, and 'reactive’. 

Ergonomics 79% 

Easy enough to hold, but a bit 
more awkward to use. 

Durability 97% 

Went to Hell and back, Intact. 

Value For Money S}% 

One of the cheaper and better 
joysticks available. 

Overall 82% 

A very good, if unusual, controller, 
which is limited in its use. 



EUROMAX PRO ACE 

Supplier: Euromax Electronics Ltd 
Price: £11.95 


E uromax have taken the Pro 
Ace and made a few minor 
alterations to come up with 
. , T the new Pm Ace, The handle is 
now shorter and there Is no top fire 
button, but the internal workings 
remain, as far as we can tell, the 
same ■ — ie leaf switches air round. 

However, the Pro Ace doesn't 
perform too well. The stick is slow 
to respond to movement, and has 
a long length of travel which makes 
using rl a bit likestirringthick syrup 
with a plastic spoon. The fire but- 
ton is fairly responsive, although it 
feels as if it is also suspended in 
treacle, which makes it too Slug- 
gish for effective rapid fire. It 
wasn't much fun using the Pro Ace 
with any of the games, mainly due 
to its length of travel and sluggish 
response. 

This joystick is the weakest link 
in an otherwise very strong chain 
of quality Euromax product. An 
unfortunate fact, but true. 

RcspcmsJveneij: Stick 45% 

Takes too long to react to move- 
ments. 

Resporulv*ne»: Button 71% 

Reactive, although rather soggy'. 
Ergonamlaas% 

Comfortable to hold, and effective 
as it can be on a table top. 






Durability 71% 

Its performance wasn’t impared 
greatly with extensive use, but 
then it didn't perform that well ini- 
tially. 

Value For Money 47% 

Expensive when compared to the 
likes of the Comp Pro which is 
considerably better and only costs 
an extra fiver. 

Overall $2% 

Comfortable, durable, but not very 
playable. 
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Ace has a rod handle and micro 
switches, Obviously the colour of 
the handle isn't too important, but 
the micro switches are. Very, since 
they make the Micro Ace what it is 
— a good joystick. It's not quite in 
the same class as the Micro Pro, 
but it's a great deal better than the 
leaf switch orientated Pro Ace (ah 


The stick is responsive, and all 
movements are met with a positive 
micro switch click. It doesn’t H feer 
quite as good as the Euromax 
Arcade — which is the same price 


Responsive ness i Stick; 90% 

Quick to react, but not as respon- 
sive as the Euromax Arcade or 
Comp/Micro Pro, 

Responsiveness: Button 71 % 

Again, quite reactive but a bit on 
the 'soggy' side. 


waggling sessions. 

Durability 9S% 

Survived all manner of abuse. 


not quite in tne same Class, 

Overall 90% 

Quite simply a very good joystick 


Joystick Reviews 


EUROMAX MICRO ACE 


Supplier: Euromax Electronics Ltd 
Price: £1 5.9S 


EUROMAX MICRO PRO 

Suppliers: Euromax Electronics Ltd 
Price: £16-95 


A t first glance you might 
mistake this stick for the 
Euromax Competition Pro 
(reviewed in issue 6} — an under- 
standable error in judgement, 
since the two are identical in looks. 
And price. However, the Comp Pro 
(as us hardened gamesters like to 
cai! it} has ieaf switch fire buttons . 
The Micro Pro has micro switches 
al! round, which are generally 
regarded as more responsive and 
resilient. When taken through its 
paces, though, the Micro Pro 
proved just as responsive and dur- 
able as the Comp Pro, not more 
so. This should be considered as 
recommendation in itself. 

The stick is initially very stiff and 
precise movements are awkward, 
but a few waggles soon wear it in 
very nicely. Rapid fire is easily 
obtained, and both buttons (and 
the stick itself for that matter) take 
a lot of punishment. As Is the case 
with the Comp Pro , the Micro Pro 
isn't very easy to hold unless you 
have large hands like Mr Penn, It 
does, however, perform extremely 
well on a fable top (presuming you 
possess a table), The Micro Pro 
may seem expensive, but it's 
worth it. A quality joystick which 
won't let you down when the going 



nespomlveneisrStlck 93% 

Initially stiff, but with a little use it 
soon wears in and responds 
beautifully. 

Responsiveness: Button 99% 

Also a bit stiff to Stan with, but 
once worn In both buttons prove 
springy, responsive and excellent 
for rapid fire. 

Ergonomics 8Z% 

Performs well on a suitable sur- 
face, but unless you have hands 
like a gorilla then it's cumbersome 
to hold. 

Durability 97% 

Robust and reliable. 

Value For Money 93% 

You can't buy a better joystick for 
less. 

Overall 97% 

A classic joystick. 


gets tough, If it does, then you're 
an animal who ought to be locked 
up. 


If you're a Manufacturer or Distributer of joysticks, trackballs^ mice, 
etc, and reckon that your wares cart stand the ZZAP'. test, then hesi- 
tate not f o r a s ec o nd long er . Send y o ur 1 stick ,‘bal Is, meeses, etc to: 

ZZAPSTlCK !, 1-2 King Street, Ludlow, Shropshire, SYS 1AQ 
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THE GREENCHOMP 
COMP 


low! mg 40 run n era up get a copy erf 
the game; 


Hick* Blackman, $urr«y, GUT 3RY; fl 
Wnllmar, South Ood*twto, RH9 ftJW : Gftirin 
Kaff*n r SoHhull, West Midlands; Pater 
RobinsuH, Kent, CTU 4NA; Kerirrath You, 
Kant, BR2 9EU; Ml c has I Akhtif, Surrey, 
CR4 7DZj Jamas Cdbrook, Node. DW22 
AM; Stuart To-mW-nson. Staffs, ST4 SRU ; 
Andrew W«t» Damn. EXE 3HR; Finlay Ball, 
Morthumb^riervd, WF.4S 3PZ; ChrietOpbar 
Tyne and Wear. SR2 9DQ; Mleb*4l 
Und-srfiill* Devon, EXlS 3IYL; Edward BquK 
ton, London . T*B &ED; Chritfeptor Breed, 
Berite. SL 1 SHU; Nick Graalrex, k»n1)Htiir» 
SD249DH; Matthew Wood. Croydon, CRC 
6LN ; Michael D'Neffo, Richmond, TWfi 
4&E; John LMikJn, South Devon, TQ2 
SNH; Susan Bunling. Derby, DE4 1BH; 
GofM PflSno, W wwtekahi™. CV3H 1j£;Allin 
Scotland, ABE 3flp; Jonathan Har- 
dlBty, Chtahlre, SK9 3HZ; Sieve Ufley, 
South Yorks, 5# 1 WO; Marc Holland, East 
Sub e ex, BN22tHLT; u Bourne, Dunstable. 
MJS 4EW; Martin Mccrtkand, Sollhult, 093 
9LQ; Michael Fitzpatrick, fttorartyskto. L34 
2TS; Rob Hwba, Glwelend. T$1 ? 1 DU- R 
Lake, Harts, CM21 9JR; Raflqu* KvI*ju(. 
nwn. London, SE23 1DW; Richard Walk*?, 
Wert Wdlar.de, DY3 SS&; Denial Shellay. 
Stuffs, ST1E-3PK; David Wi Ison, Derbyshire, 
DE55 SHF; Chris Fog p , Lefcestarahlre, LEI S 
7LH; Jaekie Loizldaa, South Devon, TQST 
5NH; S Bramtey. Berks. SL1 1 HT; Andrew 
Eraser. SlilTi, 8T14 flDH; Scott Wllhkiaon. 
Nottingham r HOI 7 TEL; Paul Huflipftrlai, 
Karti, ME 10 4UW; John Griffiths. Mid Qiam, 
CF4&4EL 


M ACM I LLAN were kind enough to 
offer a selection of ROPEY E 
cjoodie bags and copies or their 
jolty game to the readers who 
could come up with the most 
tasteful spinach creation, Paul 
SpItUemouse from North Hum- 
berside HIM 2 9AF and Gary 
Smith from Notts NG9 1 QA are the 
two lucky readers who win a 
Popeye alarm clock, T Shirt, and 
copy of the game, Marc Chil- 
d&tiou&e from Norwich NRi2 
8 YL. Ricky Mehta from Middlesex 
HA38JZ. D Smith from Herts WD2 
3NU, Angus Lee from Aberdeen 
AB2 4UB, and Mark fladciiff from 
Patrixboume in Kent, all get a 
Popeye wall dock, T Shirt, and 
copy of the game. James 
Portsmouth from Newcastle 
Upon T yne NE3 1 RQ, John Cfyer 
from Qinas Powis in South 
Glamorgan, and Marti Holden 
from Lancs BL6 6LJ get a T Shirt 
and a copy of the game. The fol- 


BIGGLES 

COMPETITION 


Lots of goodies up for grabs, 
thanks to those dashing young 
MIRRGRSQFT chappies. All you 
had to do was spot the correct 
number of differences between 
the two Qii-pix of 8JGGLES in 
action. Angus Lee from Aberdeen 
AB2 4UB was first out of the cor- 
rect entries bag, and he wins a 
complete BIGGLES goodie bag. 
Twenty five runners up get a BIG- 
GLES T Shirt and a copy of the 
game; 


MAKING op 
TH& RECIFE 


pur .t 

at rn£ 

bottom 
□ F the 


put «T 
wLiie fl 
^p-e, 




Tfixe ft 


Mart Taylor, Suutti Glamorgan, CF66HU; 
Andrew Tinning, North YcmSiarilre, HG31HY- 
Qrrtvum Hartshorn, Wiltshire, SHE 12Z; & 
Qflidin, Norfolk, POft 6AZ; D M Brtforct. 
StofK ST$ BLE; Oougol Moffat, Kent, 0fi3 
1ST; Alan KJmpfon, Co Duftuam, DH76SF; 
Olarrt Duxbury, Unci, BB2 4SW; Gary 
Simi, ESMx, RM7 E&H; J M Jontft. Oum- 
frwaahlr*, DG3 4EG; Tom McKm, Rq*s- 
Sblra, IY7 SCWi Stove Woou, Stiff h, WV& 
j Wipgrisll. Tldnvointi, Honta; Paul Wal- 
kln? , S toffs, STS 2LG; Mark SIbIImwi, Nol“ 
linghem, NG5 4PX; Pet^r Cochrane. BJr- 
mlrrofiam. BAH EPW; M J MeCl*lland r W»t 
Mldbmto, RS3SLQ; Guy Stead, Wam. WRfl 
feEF; f thrtvsr, Patorb&roupb, PE3S0E; Billy 
Kavan^gh, Baffon, BL5 ?RA; Rrk Paffi-fiod. 
Noth, OH2 -TjNO; Gary Walked*, Nowcaalla 
Upon T yne . NEl 5 TTP; Andy Kirk. Oowntry, 
CVS ?NJ; Peter Hannay, Mlddtaaaic, UBS 
4SD; W Derr ell Pratt, Ndrffi Wales, LIES H.P 
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MASTERBLASTER or GAMES 
PLAYING WIMP? 

Here’s where you find out! 

HOWTO WORK OUT 
YOUR RATING 


ng, Zaxiton. Star Wats, 
:1a . Robofran 2084 , 


5. EddlaKkfcte JumpCiwitunge, D«iey 
Thompson^ DecalhlorVSupBf Ttaat, Frank 
Brunei Boxing, Sieve- Davis- 1 Snooker, Barry 
McG jigan's'AVjrhj Championship Boeing. 
Gaofl Captfs Strongman Challenge, Brian 
Jacks Superstar Challenge, Samantha Fox 
Strip Poker. Bruce tee. Jack Charlton'S Match 
Fnhing, Richard Petty atailad&r^i*. Jonah Bar- 
ringtones Squash, Graham Oraches lest Cric- 
kot, lert Botham'S Test Crvckat, r*qk Faldo 
Plays the Open. Frankie Goea to H-ollywood 




S. Rupert. Supermen, MAD Magazine's Black 
and While Spes (Spy va Spy (and II). Roland 
Rat, Th w fBC-fc Quest tarTHttsh AhC« <ir> VkJ*0- 
lar-nij, Mflx HeftJrocm, The Mr Men (Mlmorsofl 
Educational Software). Supergran, Clumsy 
Cotin (Action Bihar)., Zero R ntatoras (Yabbti 
Dabba Qoo). Basiidan. Band, Perry MaSOn, 
Zwtfe DrWhoiahdthaMinusofTiwc^l.Sifl- 
ates,. Conan. Ropey e. The Fantastic Four, 
Spl(jermsn.The Hulk , , , 


Test 2 

Score 2 point* for each correct arrawer: 

1 Scarabaeus; 2 Eallblazar 3Quaka Minus 
One; A Comic Bakery; 5 Elektraglida ; & Interna- 
tional Karate; 7 Coniuzlon: SBomb Jack;, 9 
SabroYWilf; iQ Crazy Comets 


teat 3 

Scot* 2 points, tor s#eh correct answer : 

l Botelyx; 2 Hacker. SUndwjm; A Imhotep, 5 
Bounder 6 Mercenary; 7 Thrust; 0 Raraflroid: 
9Z] 10 SkytfiK 


7 Lo<d ol the Pmg«, Th* HdfcbH. The FtWth 
Protocol, The Secret Dis/v pt Admen Mote, The 
Rets, Nine Princes in Ambr)r r Hitch H iket'E. 
Guide ta theGaLaxy. Parry Mason “-The Case 
at the Mandarin Murder, Snow Queen, Shogun 


9 AGE, Ballblazer. Crazy Garnets. 

Dragon skulls. Eidolon. Fourth PrCrtOCOfl, GhCrU 
' d r Goblin*, Haekor. sntot naiiflfiafl Soccer. Jack 
Atlsek, Kergra* Fbrft , Lqds Runner, Mercenary, 
Nutcrmcka, Outlaws. Paradnud, CXiakB Unus 
One, Rock 'n* Wrestle, SpriKhMy. Thruat, 
Uridium., V, Winter Games. Yie A* Kung-Fu, and 


Teat 4 

Score 0 point* ter eech correct answer: 

1 Jeff Mlriter (Batalyx, Iritis Alphaj, Andrew 
BfBytmpoit QJrtdium, Allayhat); Tony Crdwlhaf 
(W‘ Iliam Wobbler, Trop!) 
a. TRUE. MownJvec It -was recently released 
urxter the Bug Byte budget label . 

3. TRUE! 

4 . FALSE. Sir Arthur has only appeared in 
FOUR Ultimate atfventunss — The Steff of Kar- 
enatK Entombed Biackwycbe, and 
Dragonshule. 

5. FALSE. Although he did atk lea, and 
duly scr-l, issues 5. 9 and ID 


MINIONS 

REVENGE 

COMPETITION 


Spikey Ones. Pawl Humphries 
from Kent ME1Q 4UW came up 
with the best idea, in my opinion, 
so he wins the biggest bundle of 
jokes. Five smaller, but equally 
neat bundles go to: 

Jag meet Kang, Blrmlrigtairi. 815 ■$*.; 

An cry Eddteeten, Kent, TN 16 3LS; Andrew 
West, Devon, EXE 3HR; Julian Brown, 
Essex. GM1 5SX; Matthew Eckm, Hamp- 
shins, BQ51 BSB 


This la only ONE pcwJbte ututloei — you 
will haw te flaut* wttpr yourseN whether 
pr not your answers are correct. Ob, If yPu 
can think of a game on the 64 that Ittfim 
with the letter 1 X", then you're a smart «*« 
with 100 bonus point*. 

Scare .... 

TOUR OVERALL RATING 
Right, now mW up your scores on al Hive 
tests. The toss! ia your vary own MAS 
TE R BLASTER rating. Don't late It — It 
reflects how big a Joystick wobbler you are. 
The tygge*t wobbler? gat the biggest 
scores — pretty obvious really, 

Under 40 

Not worthy enough to i*ck the Scorotord'te 
boot? lor any other part Of his anatomy ter that 
matter). 

41 —BO 

Areytm sura you wwwi'S tending me content? 

BSfia, 

Try hPkfing your joystick, up the right way neitl 

time. 

i$i — iao 

You make Sean Masteraon leak Ithe a games 
player. 

181 —220 

Hmm. you can ttean the ScMelMd'fe boots, 
pert he won't let you wash his underwear 
221—269 

A haasthy joystick. wobbler, bul you Ve ready 
□Ot to learn to exercise more &Blf control. 


He he, those oh-so-wacky-and- 
iany ST BRIDES helped me get 
revenge by offering some nifty joke 
kite to anyone who invented a suit- 
ably nasty joke to play on the 


ThitS 

Seem & point* for each correct tn*W*rt 

1. Traisfomiers (Ocean), Moeiws (Inllnrftek. 
TTte Tbupg Ones (Orphouej., Re 
(Firebird). Superman iBayand), 


pr _ P ML . Hunlw 

(Mastertnonkil, Human Raco Putastertron®). 
Bump Sat Speke OMastert<or»c>, Rod IReeLax), 
Space doubt (CPI), Cwnldpwn to Meltdown 
iMflstertron®). Harvey Smith Showjumping 
fScttwaje FTojacts). Waz P' ay (Arto&) . 

Why didn't we review these games'? Weli , it 
daea help If weife sent copies of them In the 
first piece . . . 

Score 2 poHirt* Tot MCh tOfWlenewfcr 

2. Ghdfitbusters. Goonies. ftidey ISih. View to 
d, Kill, fiambo, Posse the Titanic, Give My 
Regards to Broad street . The Rocky HonW 
Show, The Never Ending Story, Star W&re , 
Back tolfie Future, fsi^gies 
Blade Runner was based on ihe music of the 
Him . Supehnar was baaad On the character, 
as weie Conan and Zucry 


Trayano, Clieahlm, SKI 3PF( Mark Blanay . 
St Albert*, AL2 IQG: J Wedderbum, Lon- 
den, N6 ASP; E Burnett. Cleveland, TSQ 9SA? 
Daniel Brooher, Surrey, OW $HD; Chris 
Davies, Co Durham, DL1* BJZ; Robert 
Madrrtyr*, Chaahlr*, SKA 3AT; Gary Taylor, 
Liverpool, LIE. 3N(W' SGT R Moni*on 924. 
York Brka, BFPO 17; Lee Kirby, Berkshire, 
RG12 4iA; Keith Rippcn, Lancs, PR4 OYD; 
David Mitchell. Southampton, S02HF;BlH 
Jordan. Hook Nortan, 0X19 5 NX; Jason 
Sates, Warrington, WAS 3$N; Bernard 
Schmidt. Weymouth, Ot4 0«X; VI jay Bhatt 
Eshk, f&* 5P&; Alison Sharp. Cumbria, 
CAH 3LB: Duncan Roddl*, South York- 
fhire. S60 3DZ: Matthew Tower*, Staffs, 
WV5 0F.Z; Jake Shepherd, Kant, DA3 SAW; 
J Smith, AYOh, &S2a 4SJ; Paul Vernon, 
Rochdale. Lancs 


NAME THAT 

DOOBRIE 

COMPETITION 

NOVAGEN offer&d a Commoctore 
128 and T Shins to those who 
could correctly identify seven 
objects from their Gold Medat 
game. MERCENARY, Unfortu- 
nately. very few people could do 
so. Ah well. Pier Plstocclri from 
Sussex RH16 3AL was first out of 
the bag, so he gets a Cl 20 for his 
troubles. The following person- 
ages get a M ERCEN AR Y T Shirt : 


0. SMteel Hawk , Airwotf, Knight Rider, The 
Voung Ones, Max Ha-adrodm, Zarro.Thuhdor- 
birds, Sdddby DOP. Robin of Sherwood, Dr 
Who (and the Mines of ^ ^rnor), Shotjun. V . . . 

4. Ghosts 'n' Goblms, Bomb Jack. Com' 
mando, Paqw Buy, Crystal Castles. Moon 
Craala, Kung - Fu Master. Pole Position. Pac 
Man, Mr Du. Dig Dua Buck R jgera. Spy 
Hunter, Yie Ar Kung-Fu, Comic B:ikary, Miki® 


The Spikey Ortas are at this very roo-merrl 
wad ing; through the mountain ul ohtrtea ter 
THE ELECTRIC DREAMS DESIGN A CAME 
COMPETITION, ao nrurt month we should 
see sumo results . The same applies to the 
MIND-SMEAR COMPETITION. 8H you Mil 
month thon . . 


Hayl You'rai dob Of them MASTERBLASTER 
m&tiesl 

0«rSTtJ 

Naughty; nau*ty. YPu'vb bean chBaling. 
havient you? Slap your wrist and don't do if 
again. 


Philip Sage, Dunstable, LUE2FB; Paul Red- 
mond, London, El 7 WEf TEn Meson, Wor- 
eeetar, WP2 6LG; Steven King, Arte wry, 
$015 ASX; John P Wallace. Surroy, HH1 
3EP; AG Smith. Edinburgh, E HI 4 2RF'; Dar- 
ren Jones, Weti Midland!, DY5 1PA; Luia 
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Join In The Software Projects Bonanza 



There's no sense in messing 
around when it comes to killing 
dragons. With a sword in one hand 
and a damsel in distress on the 
horizon yer average would-be- 
hero has to get the old skates on 
and gel in there, scrapping away if 


Fried Knight isn't going to be on 
the Dragon's Dinner Menu. 

Which is probably why the Spiky 
Ha ired Ones aren’t ca I led SI R Gary 
or SIR Julian or SIR Sean, t mean, 
they like your J umble Minion to 
refer to them as SIR this or that. 


but like I keep telling them, accord- 
ing to my contract of employment 
as approved by the Union of Min- 
ions and Allied Downtrodden 
Operatives, there’s no way they 
can force me to be so smarmy. 

The nearest they get to saving a 
damsel in distress Is rescuing the 
odd limp lettuce sarnie from a Lud- 
low caff window, but once they get 
their hands on the bread and veg 
held prisoner it's a dear case of 
down in one with hardly a crumb 
dropped on the floor. 

But all this is digression {bad for 
the digestion too), software pro- 
jects have been slaving away in 
hot Liverpool offices for ages now, 
converting that arcade classic 
Dragon ’s Lair for the Commodore. 
They've finally finished this monu- 
mental task, and to mark the event 

SNip'iHlP 


they're giving fifty copies of their 
new game away in this Spot the 
Difference Qlicomp. 

There's a top prize, too, A mas- 
sive A1 sized full colour print of the 
inlay artwork used on the Dragon's 
Lair box. (That's about eight times 
the size of ZZAP's front cover, and 
the print will be lovingly encapsu- 
lated in a tasteful frame ready for 
hanging on your favourite patch of 
wall.) 

Study the two pictures repro- 
duced here and mark all the differ- 
ences you find on Picture B, fill in 
the entry form and whizz it off to 

ZZAP! DRAGONS, PO Box TO, 
Ludlow, Shropshire, SYS 1DB 

■Make sure you get (he old entry in 
by September 1 1 fh r too , cos that ' s 
when this Minion's going to gel 
judging? 


NAME 


I 


ADDRESS . 


4-i ■ ■■■■ ■ ■■ am 




\ POSTCODE . 
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AAFP/ior 


'I JUST COULDN'T BELIEVE HOW MUCH THERE WAS IN IT" zz 
ACE IS ONE OF THE BEST SIMULATORS 1 HAVE EVER PLAYED 


Q« I*, 

cascade 


SIMULATORS - AND THEN THERE'S ACE 

COMPUTER AND VIDEOGAMES 


CASCADE GAMES UD 
H^HOGATE, HG1 50G. 
ENGLAND. 
m |fli23f50AW>3 


Screen shaH one FaL-"n From ahe C 1 wruDn 
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THE BUTLER DID IT! 




Did what? Oh, just two of the best setting arcade 
conversions ever * * * Gary Penn talks to one of 
Britain’s lesser known programming talents — 
Chris Butler. 



WBil,Chri&, when did yGtfStortprDgrernming the Com- 
modore? 

At Alligeia. As soon as realised that Ihe BBC market was 
virtually dead I started writing fortheComrnodore, 'cos 
(hat's a 6502 and I know 6502 like the back of my hard at 
(he moment. My first Commodore game was Hyparckcuit 
and that look about four months to write— it was based on 
Transistor's Revenge. one of my first BBC games. I started 
writing /about the middle or B-i and I finished about four 
or five months later. 

What about your move to Elite? 

Well, after I left Alligata — (hay basically made me redun- 
danl because they couldn't afford to pay my wages any- 
more So I wrote a few letters around arid had interviews 
with people like Ocean and Activision— and then Elrte who 
made me the strongest offer, so I decided to go with (hem . 
Then, shortly after T joined them, I was (old to write Com- 
mando which look about eight weeks to write, It was a real 
rush job because I started it in October and it had to be 
finished by November, It was a bit messy because 1 had so 
little time sod it was the first time t'd split sprites. 

Yeah, whet with the main character disappearing aver 
so often . . . What happened to level three? 

Weil ft was si! m there — you know, the game was com- 
pletely finished — but when Bob Hubbard came down he 
said that he needed about 6 K lor the music, and there 
wasn'1 room. So Steve Wilcox, the man, said, J Right — 
hack out level three,' It was more or tees a disaster but 
considering It was eight weeks, work I don't suppose ft was 
loo bad, K made Christmas number one, and it made me a 
small fortune. 

Old you think our review of Commando was fair? 

Urn — weft a little bit below whet t expected. 1 mean — \ 
certainly didn't aspect to get e Sizzle* or anything, I don't 
think the program was too bad — (here were a tot ol bugs 
... the gameptayas weH . . . I just didn't have time. 

What about /? 

Yeah, I was pleased wrth the review. 

And Ghosts 'n'Goblmrf 

\ think that's the best game I've written to date— mainly 
because I had so much more time on my hands. I spent four 
monihs writing the game. . ,wefl,actuaityftverr>ontislrorn 
start to finish , because i took a month off because the 
equipment broke down, 

Are you just going to stick to doing arcade conver- 
sions? 

Well for the next one, certainly. I 'm quite happy doing 
arcade conversions, rt r s dead easy work. You've got a set 
target to reproduce an exact — or a near exact — copy ol 
a game . 

So whet's next? 

Urn, well my larget '$ a little bit bigger — I 1 H be doing Space 
Hamer . ,, 

Space Harriet*. You're joking?! 

I 'm quietly confident, 

What, Elite are going to haves special hardware add- 
on to mimic the hydraulic movement gf the original?! 

Yeah, have a robot arm to plug into the joystick port . . . 
next question . . . 

OK, what a nnoys you most in the industry? 

Ej. hyping bad games is one thing , , , 

Even your own? 

Er . . . no! 

Commando wasn't e bad game I suppose. 

It was well hyped though. It was probably the hype that 
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made it sell — well, probably the name itself . 

Yeah, I think Bombjackwas the same. So what exactly 
do you class as a bad piece of software? 

Frankie Goes to Hotfywood is pretty grim — that was a 
good example of a bad program that was well hyped. 
That's one thing 1 can't stand in this computer industry, and 
that’s bad programs which are well hyped. 

Is there any existing 84 software which you’d like to 
improve upon? 


like splitting sprites and putting sprites in Ihe border” 
there's not a tot else we can do. At the moment I think weYe 
stretching the 64 to its limits, I know people said thal a year 
ago, but now we probably are. Space Hamer certainly will 
be stretching the 64 to its limits — why do you keep snig- 
gering every time I mention Space Harriet 

Well If a just the UwugM otdl that stuff being crammed 
into the 84— you’re going to fill at least 64K with 
graphics, and then find you've got no memory left tor 
the game . . , 



Um . . , them are a tot of good ideas that aren't pul into 
practice good enough, but 1 can't think of any off ihe lop of 
my head. Actually, one thing that did piss me off when I had 
my own company was distributors— they can be e real 
pain m the nock. 

What about the condition of the industry itself? 

tfs OK. The lifeblood of this industry is the programmers, 
though, no matter what any big comspanydirector may say, 
The lifeblood is good product at the end of Ihe day, nowa- 
days a good programmer haste sign himself to a large 
software house. The programmers make a bit of money, 
but the software houses make $ hell of a lot more money 
for actually doing sod all, neatly. I mean, marketing is 
nothing. Anyone can pick up a phone and place adverts in 
a magazine. 

Whet games do you like — on the Commodore? 

Guardian, lor its lime, was a good game — Mercenary was 
good. I enjoyed playing that. That's about it. really. 

Would you ever like to write something original? 

l would like to, yeah, but Ihe thing is that so much work is 
invotved in writing an original game— it's not just program- 
ming, [here's actual game design as well And games 
design is one of the things that I'm not very good at. 

How do you see the future of M software? 

Weil the graphics limitations of the 64 are comihg into real- 
ity now, so more and more we're gonna have to move onto 
original ideas rather than graphic techniques, which is 
what I 'm good at al the moment. I mean, we' ve done things 


I'll be using character graphics rather (ban sprites , and that 
should save a hell of a tot of memory. 

Won't that slow down e lot, though? 

Ah— no. If Encounter can do it ,1 'm sure I can. The Commo- 
dore 64 isn't too bad at liming, you know, even wrth the 
scrolling. I mean, you're shifting around 2K ol memory 
every fifty Hertz— even with decent sized Character sprites 
you 1 re not going to be touching 2K, sol should be able to 
do ft 



'W 


illii pi ini] 


What ! it like working for Elite? 

It's . , . QK — teaboys getting tied up and dumped in cup- 
boards. . .(here wasa fat of rnBssirigaixwt r b^ Brian Wiv 
cox decided lo send everybody home to work freelance. I 
don't blame him, personalty. 

Are you musical at ell? 

Mo, I’m not a musical person at all. Graphics I'm good at, 
but music and game design . . . 

Are you impressed with the standard Of music on the 
Commodore? 

Considering it's probably got the best music capacities of 
any home computer, excluding the 1 6 bit stuff . . , it's nol 
bad at alf. 

Arty particular favourites? 

Er, Martin Galway and Rob Hubbard. I like the Commando 
music— 12 inch remix of the arcade game, ftanrtw's not 
bad — it's a bit more melodic than Rob Hubbard's stuffy his 
$ son of 1 disco dance music ' — you could almost get 
dawn to it. 

What do you think offhlscurrem spate of game and film 
tie-ins? Do you think its a bad thing? 

well it’s certainly not a waste of time, \ mean H sails games. 
It's a bit tough —you ha ve to try and fit in an original game. 

Would you like to write one? 

I wouldn't really want to, no. But, you know, unless it was 
pursty for financial gain then I would: 


What do you define as success then? A picture on the 
inlay? Getting interviewed In ZZAPI7 

Er, 1 dunno. I mean, I don't know how famous! am at Ihe 
moment, you tell me . , . 

Well you're not exactly a facethst everyone reco g niaes 
. L : . Have you ever written a game which isn't derivative 
in any way? 

Er, not completely original — well, 1 suppose Hyperctrowt 
was lairfy original, I mean, that was a copy of an original 
game which long malty wrote— Transistor's Revenge, the 
idea was lairty original, even though II a was a rip oh of 
Temp$$t. Hyperorcuilwas the next step on from Transis- 
tor's R$v®nge, That's probably the most original idea that 
I 've ever had, you know, blasting around m$ide a microchip 
or what aver. Z was just a copy of various arcade games rol- 
led into one. After that. , .it's just been pure arcade copies. 

Are there any programmers that you admire? 

Archer Maclean is a good programmer, Steve Evans is 
good. Brarybrook . , . I’m not sure about, his games look 
good but ... I dunno , , , Orowther’s a bit past it. Paul 
'■V cake 5 is good, but he's a bit of black horse 

What's Commando SI then? is it based on an arcade 
game? 

Er. I dunno, I don t think so. I know what Airmit // is, 
though. 

AkwotfM 

Yeah, but I can't say anything about il. 


Are you purely a financially orientated programmer 
then? 

Urn fisughs} — finance is an important part of my life, but 
success is more importer! to me. 


Do you have any Inftuftncea?— and dent say alcohol 

Mo, but I like arcade style stuff. 

Eugene Jarvis? 


Yeah, his stuff's super smooth, heavy on the special 

effects. 

Do you ever have any major programming problems? 

Er, i think my biggest problem was tailing in love — advice 
lo budding programmers: don't fall in love . . . Urn, equip- 
ment failure . ! " 

Memory? 

No, not so much on (he 54. 

Are you interested in the 16 bit machines stall? 

Only if they take off. I'll only write a game if it's going to safl 
well , I woukin 't writes, game solely for the pleasure of writ- 
ing a game. I r m a commercial software writer, full stop, 
there’s no doubt about it. 

Are you pleased with the gamssthat you 've written? Do 
you ptay Item? Are you any good at there? 

\ don't play them, and l r m not vary good at them . no. Bul 
Pm quite pleased with what I've written so far— even with 
Commando, considering the time limitations. I'm espe- 
cially pleased with 2, and I'm pleased with Ghosts 'n " Gob- 
lins. I'm pleased with everything I've written . . , well, on the 
64, anyway, 

So wen though you program purely for monetary gam , 
you still take pride in whit you're doing? 

Yeah, I'm proud of what tVe writers so ter. II I was bang 
paid the right money I wouldn't chun out crap product. I 
(to what I'm paid ter. I wouldn't whe a game that l fell l 
wouldn't enjoy writing, though. I've been offered several 
games which I've fumed down Ret, whetherthey would be 
a success or not, jusl because! wouldn't enjoy writing 
them. EMe wanted me to wnte Buggy Boy, but that d*dn 'I 
interest me at all. If l see an idea for a game (hat I'd like to 
write, then I’d go for it in a b*g way. 



I heard that Elite are doing that two player Gammaodb 
game, ah, tkM Warrior. Didn’t you f ancy that after writ- 
ing Commando? 

I was never ottered it. 

Any games you would like to convert? 

f d like towrite Sinister, cos that really freaked me out when 
I saw that. Trie program itseff is e doddle to wnte, but it's so 

atmospheric. ! remember when I first played it, it was when 
I went lor an interview with Imagine software. They jusl loft 
me In an arcade lor half an hour, so I shoved ten, twenty pee 
in this arcade game not knowing to expect, 

What inspired you to apply for a job wflri (hem? 

There was a TV Eye program on them where they claimed 
that Eugene Evans was like, earning 35 grand a year. And I 
thought, ‘Oh yeah, that'll suit me,' so I wrote off to them, 
and they said, ' Yeah, yeah.' So I went up (here and said, 
‘What kind of eatery are you going to offer me? ' And they 
said , ' Five grand . ' I could get more by working in a bank in 
Southend! 

Is there any particular question you'd like to be asked 
before you go? 

Er, no, not really. Look, must be oil now, got a long swim 
ahead — SPLISH? 


photos:tony lofiton 



It s tiipe to travel again, guys l n T gals, back into the mists of time to 
* K l71 me ISSil ® 8 °f ZZA-W gone by. The issue in question this month 
is SIX, and m its hallowed pages lay SIX Sizzlers, but no Gold Medal, 
Gazza and Jazza, cornerstones of the magazine's foundation, 
reflect on their comments and ratings . . . 


GAMES Z ZAP BACKED 

MONTY ON THE RUN 
RACING DESTRUCTION SET 
BARRY McGUl GAN'S BOXING 
PINBALL CONSTRUCTION SET 
NODES OFY6SOD 
SPY vs SPY If 


MONTY ON 
THE RUN 

Grcmtin Graphics 


This novel platform game features 
pretty graphics and devious 
gameplay, and a classic Rob Hub- 
hard soundtrack to match. Sub- 
sequently, it captivated the ears 
and eyes of our erstwhile review- 
ers. Paul Sumner ‘loved if, Gary 
reckoned it was 1 worth buying for 
the music alone 1 , and Julian 
thought that it was certainly one 
of the better platform games for 
the 64V 


I think the music really seduced 
me; the game itself gets a little dull 
after you H ve played it for a while, In 
retrospect i think ft should have 
just missed being a Sizzler, Still, 
the platform game freaks loved ft, 
JR 

Vies, the music is very good. But t 
think that the game did deserve 
the ratings — it was one of the best 
available at the time. 

GP 

(Jaz} Hook and lastability down a 
few percent, VFM and Overall 
down by 5% 

fGaz) No, the ratings were 
adequate. 


niWW , Hll.lr, ^Nrpi . |,l 
kr. 


t*Vi"Vl!l -i riiNmi 

Iracttpmmrti J' 'f.'tlink-i 


dunfUnh* IliW a*il M'ltta 
Hl'.lfl wi, i,kI pllikrlk 


T..,,ri'kiK :iu* / iii< l :r,-.,.i h 
,1 vnf la ,> 1*,.,.^3 




ir,r n,ili „, "fki"!. 
-,.|miiii Hi, ■ i, |ik,u r %, 

fnflN 

VbIu# Vlu-“-Hiti 


f hi, .>>< v 'Jill! t tuuI 
driiwmvM Ihis-i 
liinp , ly l. ir»i« limn 


min hv ily* 

rrhipciniri 


linill 3£|-J«in(j hig<iKoi , 
UUh jiwi (l«i , .|LMA, h-, V u 


Cobj'M lui.ir.rmmU Jinl 
R0I BtfTitiiijn 


ft Bftf m ■ ■ i • ii 'll,; ,- □ 
li.Jini pjrfwii 


K t* Li I th|N 7 » fHHJ* 

ie - high 


Fipiifyrm 

tk> Ltf iirij 


Viimr 

4 >Uj LiTjr, 


Mfli'hll f LkhjI ha, n 4 vr 
hm Pitch -tun 


RACING 

DESTRUCTION 


Ariolasoft 

This split screen, one or two player 
race game features numerous 
options and a track designer, and 
stimulated the reviewers to a peak 
of ecstasy. Gary felt it was "a 
superlative program which you 
just can't afford to pass 1 , while 
Julian found that ‘with the mega 
options you can have a brilliant 
racing session'. 
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This is a brilliant program marred 
only by a pathetic loading system 
— especially the cassette version 
which we didn't see for some 
months after the disk version had 
come out. Dead playable, though, 
and the Options are fust amazing. 
JR 

Electronic Arts realty screwed up 
the loading system, and almost 
ruined an excellent game . / stiff 
reckon that Racing Destruction 
Set is one of the best racing games 
available, although t doubt that 
owners of the cassette version 
bother to play it at ad. Personally r t 
don't blame them. 

GP 

fJaz) I think the ratings are fine; it's 
just a shame that the loader was 
so annoying. 

(Gaz) Na — presentation should 
have been lower because of the 
siow, awkward loading system, 






we ail enjoyed playing it. Since 
then, however, it has been bet- 
tered several times, 

JR 

What appealed to me most about 
this J sturdy ' arcade adventure was 
the neat graphics, and the atmos- 
pheric soundtrack. OK so the 
graphics aren f quite so hot today , 
but f reckon that the soundtrack is 
as good now as H was then . 

GP 

(Jaz) Sound down a few percent, 
and VFM and overall down by 
three percent each. Ifs still good, 
but not that good. 

(Gaz) No — the soundtrack was 
brilliant and deserved the ratings. 
As for the other ratings . . , well, at 
the time it was the best, so I won't 
grumble. 


SPY vs SPY II 

Beyond/First Star 

The sequel to the immensely suc- 
cessful Spy vs Spy was greeted 
with as much enthusiasm as its 
predecessor when it arrived at 
ZZAP 1 Towers. It's a split screen 
spy game, which pits you against 
either a computer or human con- 
trolled player as you try to locate 
three pieces of a top secret missile 
and assemble it. Julian found 
'plenty of things to do', and Paul 
decided that it was ‘a belter game 
than the first', Gary agreed, and 
said: 1 recommend it heartily to all 
Spy vs Spy lovers'. 


A worthy successor with plenty of 
humour and playability. They 
should have leH the original tune 
in, though — the one in this game 
is a bit twee, 

JR 

I think we overrated this Slightiy— 
probabiy because we usually 
played it with two players. Stilt, ft ts 
a good game and deserved a Siz- 
zler rating , But only just 


r 


simulations. It's great fun to play 
and there are plenty of options to 
give variety. 

JR 

This doesn't look as pretty as US 
Gold's Fight Night, but it plays 
slightiy better end has a bit more 
variety. I think it's the best of the 
bunch , end that we underrated it. 
GP 

(Jaz} Graphics down a touch. 
Sound down by 5%. and lastability 
down to the high eighties. If s stilt a 
worthwhile game in my opinion, 

(Gaz) Both graphics and sound 
should have been about 5% lower, 
but the overall rating should have 
been 2% higher. 
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(Jaz} Sound down by about 10%, 
and presentation up a little. The 
game has stood the test of time 
well 

(Gaz) Sound down to 70%, hooka- 
bilily down to 9i%. lastability 
down to 88%, VFM down to 86%, 
and overall down to 90% 
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PINBALL 

CONSTRUCTION 


Ariotasoft 

Goth const ruction sets reviewed 
this month were awarded a Sizzler 
rating. This one is a far ory from the 
racetracks, and instead concen- 
trates on the noble art of pin -table 
construction. 'A really BRILLIANT 
utility', exclaimed Julian. Gary was 
also impressed, and felt that 'de- 
spite its age PCS is a wonderful 
utility that shouldn't be overlooked 
by any pinball fan 1 . 
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NODES OF 
YESOD 

Odin 

rhere was a distinct lack of arcade 
adventures on the 64 when this 
came out, so the Spiksy Ones 
received this with much gusto and 
relish. 'One look at Nodes of 
Yesod and you'll be hooked — iust 
try if reckoned Julian, 
graphics are first class with some 
excellent, atmospheric backdrops 
complimented by an equally 
atmospheric and soothing piece of 
music', enthused Gary. 

When this came out it was the best 
arcade adventure on the 64. and 
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A great utility; but like the other 
construction set it's got an ultra- 
slow loading system. 

J R 


(Jaz) The ratings still stand in my 
opinion. 


A superb utility with a lot of poten- 
tial, although it does take a lot of 
time and effort to produce a good 
pin-table. Perhaps too much — / 
haven ’t used it forages . 

GP 
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(Gaz) Again, l think that present 
tion should be lower due to the 
awful loading system. 
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BARRY 
McGUIGANS 
w WORLD 
1 CHAMPIONSHIP 
BOXING 

Activision 

One of the first, and arguably one 
of the best boxing games on the 
64, It puts you in the shoes of an 
up-and-coming boxer who has to 
battle his way through 19 tough 
opponents before taking oh Barry 
McGuigan himself. Paul 1 decided 
that * Barry McGuigan represents 
a marvellous purchase', and Gary 
felt there was 'plenty of scope tor 
many hours of enjoyable boxing 1 . 
Julian, however, was content to 
sum up with the obvious: 'you can 
now become a boxer without hurt- 
ing yourself, 

BMWCB is the best boxing game 
and still one of the better 64 sports 
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NIGHT WALKER 


COMODME 64 1 


Micro classic, E3.95 cass p joystick only 


Presentation 60% 

Great title screen, but little else. 

Graphics 65% 

The board and characters are 
quite good. 

Sound 10% 

Not a lot. 

Hook ability 65% 

Interesting at first . . 

Instability 38% 

But the screens are all very simi- 
lar. 

Value For Money 43% 

More expensive than a budget 
game, but by no means better. 

Overall 40% 

An interesting idea which hasn't 
quite worked. 


COMMODORE 64 


five pawns. 

This process continues until all 
five pawns have been safely trans- 
ported from one side of the board 
to the other, If you have rescued 
one or more pawns you're trans- 
ported to the next screen, again 
played on the chess board. On this 
screen the black squares rapidly 
change colour and you must try 
and get the pawns across without 
stepping on a square while its red. 

Following this comes a battle 
with a Bishop and! on later stages 
your wits are pitted against a King 
and then a Queen, all the pieces 
moving in the directions specified 
by the game of chess. 

As you travel through the vari- 
ous screens the game gets prog- 
ressively harder with red squares 
appearing more and more fre- 
quently and flashing irregularly, 
and as the stages increase greater 
numbers of pieces appear, making 
the task even more difficult. 


N ight Walker is a 3D game 
played on a chess board. 
You control a grrly (Penn?) 
character who, in repentance for 
some ghastly and unnamed sin 
has been assigned the task of 
safely escorting five pawns across 
the board. Being a pawn courier 
may sound easy, but of course it 
isn't, because the task has been 
transformed into a full blooded 
spectator sport, and the blood 
they're after is yours, Eeekf 


VS 41 An oxceftent title 

r 4JL screen teatfs hfo a 

f fli 1 somewhat boring 

I game. The 

graphics are quite 
nice, but the action is very duff — 
all you have to do Is go into and 
out of the screen dodging the 
squares and chess pieces. 
Sound i$ virtually non-existent, 
and so are the instructions. Even 
at four qukf if 's not exactly worth 
the money. 


TTt Whet we have here 

& 3 game that 
looks and seems 
quite reasonable 
at first r but as 
progress is made it becomes 
apparent that Night Games is 
very lacklustre indeed. Presen- 
tation is not all that bad but the 
gameplay is pretty dire with 
nothing much to challenge, i 
suppose if you like being frus- 
trated by a poor game that fails 
to hit the mark then it might be 
fun If you <fon I fhan f should 
look elsewhere. 


holding the hand of an innocent 
pawn, leaving a trail of blue 
squares in your path. The Knight 
also leaps onto the board, moving 
around In an attempt to block your 
route, unhelpfully chobbling dirty 
great red pits in the paths you've 
made. As they are deep, these pits 
should be avoided at all costs, else 
you may fall in and lose one of your 


2 Night Walker i$ 

spoilt , initially, by 
the lack of tnstruc- 
ttons, which ren- 
der the game 
impossible to play. After much 
playing and phoning I managed 
to discover the game 's aim, and 
so discovered too , that on play- 
ing with instmctions it was. wefi 
how shat! I put this , er, boring, 
unchalienging and ; totally unad- 
die five. Try something else 









FREAKY 

FACTORY 

Firebird, £1.99 cass, 
joystick only. 


T his game has all the ele- 
ments of a Victorian melod- 
rama. It stars a evil Professor 
who spends his days shut up in a 
laboratory making ail kinds of 
nasty and gruesome creatures. 
You play a dashing young hero, 
out to save the world from these 
meanies. Agent One of the Galac- 
tic Police Force is your status, and 
your mission is to penetrate the 
profs factory and destroy the five 
monster machines which are 
located in his maze of monster 
infested dungeons. 

The factory is entered by travel- 
ling in a lift which takes you to the 
first floor. From there you must 
make your way through the 
caverns, avoiding the gargoyles 
which try to suck out your energy 
when you pass them. There are 
also spiky platforms and laser 
beams which deplete your energy 
in great quantities when touched. 


wK ; "f - ! * 

® beyond my 
N comprehension 

why companies 
such as Firebird 
release this kind of 
trash, is there some kind of rule 
which states that every fifth 
piece of budget software 
released has to be mindnumb- 
ingfy boring? Even at two quid 
this game (!) is ridiculously over- 
priced. and i feel that f must urge 
everyone not to touch this —not 
even with 4 ten -foot sterilized 
joystick. 



| energy, 

Each laboratory consists of a 
psuedo platform game, and it is 
here that the professor’s assis- 
tants lurk. You can avoid their 
touch by jumping over them, but if 
you come into contact with one 
you must fight it to the death by 
waggling your joystick as fast as 
you can. 

Progress through the platform 


Oh dead Terrible 
graphics, terrible 
sound and terrible 
gamepiay — what 
on Earth are 
Firebird up to? The first section 
of the game is so slow it's ridicul- 
ous, and after playing it for a 
white you just want to turn it off. 
The platform pert of the game is 
a Httfe better in comparison, but 
ft's stiff very dull indeed. Don't 
buy it- 

Fortunately, there are several 
energy rods lying around which 
can be collected to boost your 



fit- 1 

The main fault with 

m Qfa 

this game lies in 
the instructions 


which are very 


give a very rough outline of your 
objective. The caverns take ages 
to get through because the gar- 
goyles rip away your energy far 
too fast. These can only be over- 
come by moving between them 
one at a time before their eyes 
glow, making the task very 
labourious. The platform game is 
quite fun , mainly due to the fact 
that there fa a reasonable 
amount of action. The graphics 
ere generally btocky and not 
appealing at ail, and the diaboli- 
cal tune which drones on and on 
only makes things worse. 


game is hampered by the 
machines which produce the nas- 
ties, and steam driven generators 
pumping out jets of smoke which 
hurtle you back from whence you 
came. An assistant can be found 
on each floor, and once they have 
been d isposed of you can proceed 
to the next platform level via a hole 
in the floor. 


Presentation 42% 

Obscure instructions make the 
game unplayable. 

Graphics 40% 

Blocky sprites and bland 
baekdTOps. 

Sound 19% 

A few tunes, but none of them 
are inspiring. 

Hookabiivty 15% 

Trying to work out how to play 
the game is otfputting. 

Last ability 21% 

Too Slow and bonng. 1 

Value For Money 12% 

Even at two quid it didn't freak us 
out. 

Overall 28% 

Give it a miss. 



NINJA 

MASTER 


Firebird, £1,99 cass 
joystick only 


Presentation 68% 

Pretty straightforward. 

Graphics 29% 

Large, chunky and iacking in 
detail, 

Sound 19% 

Poor speech', music and spot 


Hookabriity 30% 

Not a lot to inspire. 

Lastabilfty 26% 

The four events have little to hold 
Interest, 

Value For Money 12% 

Cheap ... and nasty. 

Overall 28% 

Pull your socks up r Firebird. 


— to build up enough power to 
chop a plank in half. You are given 
three chances to qualify, and 
doing so launches you into the 
next deadly challenge. 


s* f Fighting games 

A are not myparticu- 

m n j Sfe laf iorts ‘ out f sefu- 

ally enjoyed this 
cheapy smash em 
up from Firebird. Unfortunately, / 
can see afi you experienced 
bashers being none too Impre- 
ssed with it. But for us less able 
In the art of bashing, it 's rather a 
good game. The graphics and 
the sound are not really out- 
standing , although the speech 
synthesis Is neat. Overall a 
super, cheap introduction for 
those of you who have not yef 
dared get involved with smash 
em ups, but fancy a quick go . 


Firebird have car- 
tainty reieased 
some naff games 
MSm recently, and this 
j's one of them. The 
idea is novel, bid the events 
aren't. A shame realty, since a 
decent oriental pentathlon 
would have been great fun. Oh 
well, back to the drawing board 


Vi '“'f & a sort of 

IT °hentai 

f flpk ^ Decathlon, a nice 
J idea which unfor- 
tunately doesn’t 
come off I The graphics are very 
poor , wtth hardly any animation 
on the ninja bloke — when there 
is any it’s pretty substandard , 
The sound is also dire, The game 
itself fa pretty dull and gets 
repetitive after 9 very short while 
— after ail , it's all been done 
before . For two quid l suppose 
it's not exactly a rip-off, but there 
are many games better than this 
in the range , 


A nyone who has ever played 
one of the many fighting 
games available must 
know what a Ninja is by now. You 
don't? Well not to worry, it f s just 
that one particular Ninja has 
entered the local Ninja Olympics 
{one big ego trip really) with the 
ultimate aim of impressing the 
Eiders and becoming a Ninja Mas- 
ter. He must prove his worth by 
partaking in four different events 
which teat his speed of reaction 
and stamina. 


which fly across the screen from 
right to left. Points are awarded for 
accuracy, and completing this 
event takes you back to the first, 
only this time everything is faster. 


except instead of arrows flying 
towards you there is a shower of 
Shuriken stars which have to be 
hit away with your trusty Ninja 
sword. This time you need 1200 
points to qualify. 

BLOW PIPE 

Armed only with a blow pipe you 
must shoot - down ten canisters 


SHUR1KEN STARS 
EVENT 

This is a vanation of the first event. 


ARROW QUEST 

In this event you have to defend 
yourself from nasty pointy arrows 
which are 'thrown' from off- 
screen. Your task is to punch or 
kick them aside — failure to do 
results in them flying straight into 
you. Ouch. Points are awarded for 
each arrow kicked aside, and to 
qualify you have to score above 
1500 Ninja points. 

KARATE CHOPPING 

Here you have to waggle the joys- 
tick left and right — a la Decathlon 
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2ZAP/GREMLIN SUPER OFFER . . . 

yes] [realty want it! I really want to save lots! Please rush me my 
ZZAPI/Gremhn Special Offer. What I warn ts ticked below: 


'TTiltoUtsaic shoot »m mi ttoufy |i«b 4 on 

5>TAP(ijlTE. rec.&rVifl! rh-n r. a votiM} a*inr| ,)i t 

QQLD M£ &AL *rh**i it was mlaoud In it year 
Joh-an Fltgfiffl -.ffciif at oirt NOW end truth. ifi, 
JmojIfiQ 1 WoNthim, HVh.rit y QU wnt. 

inn lor 


U Sounder AND Monty on the Run £9.95 * 
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VIDEO POKER 


Entertainment USA (Master! tonic) £1,99 cass h keys only 


Presentation 80% 

Nicely laid out and very easy to 
use. 

Graphics 39% 

Colourful cards and machine, 
but that's all there is. 

Sound 70% 

Pleasant Rob Hubbard ditty on 
the title screen, and the sound 
effects are quite imaginative. 

HookabiJity 18 % 

Play it once . . . 

Instability 9% 

- . . and it won't darken your 
64's RAM again. 

Value For Money 15% 

If you want a gambling game 
then Vlegas Jackpot is the 
same price and more exciting. 

Overall 11% 

A terminally boring piece ot 
software. 


v.wm,\y. 


BEER BELLY BURT'S BREW BIZ 


Americana, £2.99 cass, joystick only 


Presentation 45% 

Not a great deal to impress. 

Graphics 27% 

Lacking in colour and imagina- 
tion, 

Sound 28% 

Far from stunning, 

HoofcabUity 40% 

Some initial compulsion to see 
later screens . . . 

La stability 29% 

, . . but when. you’ve seen one, 
you’ve seen ’em aif. 

Value For Money 26% 

There are more interesting 
games available for the same 
price. 

Overall 32% 

An old and decrepit platform 
game which has nothing new or 
exciting to offe r, 


depending upon how much of a 
slake you laid down tn the first 
place. The game then returns back 
to the betting phase and continues 
until you lose all your money. 


F orget having to enter those 
smokey and violent gambling 
casinos just to play a decent 
game of poker. Now you earn stay 
at home and sit in a comfy chair in 
front of your Commodore, and 
have a good game without fear of 
losing five inches off your wallet or 
having your legs broken because 
you can’t pay off your debts. What 
this program does is turn your 
favourite computer into a poker 
machine, similar to the sort of 
gambling machine you might find 
in your local arcade. 

At the start of a game you are 
asked what sort of corns you 
would like to gamble with — pic- 
kets , dimes, quarters or dollars. It 
makes no difference what you 
gamble with, because you are 
always given twenty coins. 

You are then asked to bet up to 
five coins. Once you've placed 
your bet, five cards slide down 
from the fop of the screen and turn 
themselves face up- After casting 


j Video Poker ft dWf. 

77? ere is no excite- 
ment in the gambf- 
tng what so ever; 
because you can't 
relate to the money sprites as 
being mat cash. To be fair, the 
graphics and sound are promis- 
ing, but the game is plain — nay 
J f#S mega-mindless, boring , one 
hundred percent crud. If Ihss is 
gambling then it is best left in Las 
Vegas, as it certainty hasn't 
caught on in Ludlow, 


* can t see mucty 

point tn releasing 
straightforward 
gambling games 
on a homo compu- 
ter, since thorp ft never any real 
risk or excitement involved. I 
didn't enjoy playing Video Poker 
at all, ft s boring and offers no 
challenge whatsoever. This is 
one of very lew Mastertronic 
games which Isn't worth the 
time, lei alone the money. 


a beady eye over them you can 
decide which cards to keep, and 
which to discard. Pressing the cor- 
responding number on the 
keyboard 'holds' a card, 

When you are happy with your 
selection, pressing the space bar 
discards the unwanted cards and 
brings the new ones into view, if 
that hand is a winner then you are 
awarded ‘money’, the amount 


time, so if you do happen to see 
a ny more , don't worry — If s proba- 
bly only the effect of the beer! 


- Tbft ft very similar 

to most of Frank 
Cohen £ previous 
offerings — espe- 
cially the graphics 
and sound effects. It's basically 
a rather poor platform game 
which is showing its age — 
although at the price S wouldn't 
complatn too loudly (mumble, 
mumble— UQHfi. 


S omething strange is happen- 
ing down at the beer factory 
. . the place has become 
overrun with nasty zombies, 
so little else remains but to 
call for the professional beer belly 
sJob, Burt. 

In this latest platform adventure 
from Americana, you play Beer 
Belly Burt who's sole aim in life is 
to drink, as much beer as possible. 
This partly explains his peculiar 


style of walking which is, to say the 
least, distinctly wobbly. 

Beer Belly's factory consists of 
three departments: Shipping, Pro- 
duction and Control, and each can 
be accessed from outside, inside 
there is a total of thirty two rooms, 
all constructed in layers of plat- 
forms on which Beer Belly happily 
bounces. However, life for a Beer 
Belly is not all quaffing and bounc- 
ing, lordy me. no — the whole fac- 
tory has become infested with 
green Zombies, the worst kind! 

Springing out from doors they 
wander around firing the odd bullet 
at him But never fear — Beer Belly 
is equipped with his own weapon 
to ensure the destruction of these 
nasty creatures. Of course if you're 
not the kind of person who goes 
around shooting every thing in 
sight, then Beer Belly can perform 
quite a nifty jump to avoid the Zom- 
bies and their fire power. 

In addition to jumping, Beer 
Belly can also avoid them bv being 
transported from one platform to 


another by the powerful air vents, 
which occasionally blast out air 
launching him up onto the next 
platform. But beware of booby 
trapped air vents which spout fire, 
as they leave Beer Belly burnt to a 
crisp. 

To help him make his way 
through the factory there are exit 
signs which indicate the best route 
to access another screen. How- 
ever, failure to leave by the correct 
route sees Beer Belly falling from 
the screen and ending up in crum- 
pled lump — with a hangover no 
doubt. 

On some screens Beer Belly 
needs to unlock doors to gain 
entry to another, and for this he 
needs a key which is usually 
placed in some inconvenient posi- 
tion. Luckily only one Zombie 
appears on the screen at any one 


Okay so the 
graphics are pretty 


B Vwjnj busy the sound 
Isn't up to much, 
and the controls 
are difficult. But lurking under the 
mess is a fair game, which 
pro ves mildly addictive as you try 
to explore the thirty two screens. 
Not at ail an essential buy but if 
you have got three quid to spare, 
then Seer Belly could prove fun. 


\ ft \ J \ Obviously Burt has 
“W -supped few much 
f A|pL i Peer and is suffer- 
[ j log from some hor- 

rendous alcoholic- 
disease — he 's fat, bright purple, 
and as bloated as a poisoned 
pup. The game is of the platform 
type, and not a particularly good 
one either. The graphics and 
sound are pretty sub-standard, 
and oven with its three quid price 
fag it isn't a program I would 
recommend . 
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a J 77ms Is an ancient 
>■ fj v ^ race game , but 
J mfk ™ having sakf that it 
’ was quite fun fora 

couple of goes. 
The trouble i$ that it's tembty 
easy to finish the courses and 
get massive scores — after 
you've done that rt gets a hit dull* 
The graphics am really poor with 
no animation on the cars and 
there am giitches ail over the 
semen. The sound is about the 
best thing with a nice Hubbard 
ditty, the sound effects are poor 
though, if you're after a race 
game then buy Speed King, 
much better and costs the same. 


BUDGE 


FORMULA ONE SIMULATOR 

Mastertronic. El. 99 cass, joystick or keys. 


O noe more the screeching of 
cars and the smell of burn- 
ing rubber bursts forth on 
the 64, this time courtesy of Mas- 
tertron ic's Formula One Simulator. 

There is a choice of eight diffe- 
rent tracks; Zandvoort, Zalder, 
Manyza, Hockenheim, Paul 
Richard, Ostereichring, Sil- 
versfone, and Kyalami. You can 


also partake in a grand stern of all 
eight tracks. Each track has its 
own record lap time, initially stand- 
ing at 60 seconds. After choosing 
a track the seen© switches to a 
show 30 "first person view r of the 
chosen race track, complete with 
snow capped mountains in the 
background. 

The screen is spirt between the 


actual race circuit and the control 
panel. This consists of a steering 
wheel which rotates according to 

C r joystick movements, and an 
cation of your time, laps com- 
pleted, and gear position. 

You start each race with a cer- 
tain amount of time, and are 
awarded more time on completing 
a lap. If the dock runs down before 


GALAXIBIRDS 

(THE GAME THEY COLfLDNT STOP) 

Firebird £1.99 cass, joystick 


G oodness gracious and 
lawks alordyl The most evi l 
nasties you ever did see 
have invaded the world and are 
making it a fun place to live. The 
now-redundant politicians are a 
mite peeved, not because they've 
been ousted from their governing 
positions, but because they're all 
too old to take part in the fun and 
games organised by the fun loving 
aliens. So, off they all went to hire a 
space pilot capable of destroying 
the aliens, and you just happened 
to fit the bill perfectly. 

The politicians 1 club fund ena- 
bled them to purchase a 
Soopakomplex Onashotatatime 
Mark III Spacecraft to destroy the 
evil do-gooders. It^s incapable of 
forward motion, but very agile at 
moving left and right. 

Your spaceship appears at the 
bottom of the screen, and using 


Li. To be honest, this 

* - isi 9 ame i$ * toa ^ of 

f yFar rubbish, but rt's 
mr Y rub- 

bish and great fun 
to play There are plenty of jokes 
within the program, both in the 
scrolling message on the title 
screen and in the game itself. The 
scenario is one which has been 
seen a million times before and 
the game pi ay i$ out of the ark. 
Graphics are poor, sound is 
awful, but I to vs it. Go out and 
give it a go, for only two quid it 
almost seems worth buying , 

S 3ur skill and judgement you must 
last the aliens as they whizz down 
from the top of the screen. They're 
fairly annoyed by your intrusion 


rl^ln 

I’ve always 

I j thought that 

ja^k Firebird were a tit- 
^ JM tie on the stupid 
side, and releasing 
a game as dire as Galaxibirds 
confirms this. The programmers 
must be congratulated on a 
superbp ' take of the whole shoot 
em up genre. You really haven't 
lived until you've played 
Galaxibirds — the game they 
couldn't step f ft's so absurd It's 
almost worth two quid. 

into their fun and games, so they 
try to fly into you in a kamikaze 
attempt to destroy your ship. For- 
tunately, you can move left or right 
to prevent contact. 

There are number of different 
races of aliens, and each race 
attacks in a set formation. Destroy 
all the aliens in an attack and the 
next lot duly take their turn Jn 
attempting to blow you up. How- 
ever. the aliens don't really look like 
aliens — they have transformed 
themselves into more traditional 
Earthly forms, so w© don't have to 


endure their horrible scaly appear- 
ance. Consequently, it becomes 
quite comical when your ship Is 
attacked by a load of Dodos, 

Other types of nasties include 
'Ackin 1 international Karate 
Maties, Killer "Bounder 1 Balls, Cul- 
ture Vultures, Swans, Budgies and 
Asteroids. There's also a special 
guest appearance by Squawk the 
Parrot and friends, 

Once every sort of alien has 
been disposed of the first batch 
return, but this time they're doubly 
peeved and move about at twice 
their original speed. 


Zap. lap. zappfiy 
idp, Galaxibirds 
has just got to be 
one mega p ' fake. 
f mean, it ail seems 
so simple and normal {!} to begin 
with, but when such things as 
Bounder balls, angels, and mut- 
ant parrots start coming down 
from the lofty heights, then the 
game takes a humourous turn for 
the better. The graphics are naff, 
the sound i$ as about exciting as 
wet weekend but at two quid it s 
a must for ageing blast em up 
freaks. 
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Presentation 82% 

Two player option, and nice title 
screen with humourous scrolling 
message and hi -score sable. 

Graphics 54% 

Good sprites, but I ill I© else. 

Sound 49% 

AsNIy tune burbles raway during 
the game, and the spot FX suit 
| the game well. 

Hookabflify 73% 

You've just gol (o sen all ten 
levels. 

La stability 50% 

it's a hard qa me. but very repeti- 
tive. 

Value For Money 68% 

Two quid isn't really asking too 
much, 

Overall 60% 

Unoriginal, naff and silly. Buy il 
for a laugh 




9.30dm - AND PRODUCT 
DEVELOPMENT PRECIPITATES A 

MARKET POSITIONING CRISIS! 


TARGET CONSUMES 
DEMOGRAPHICS 
ARE IDENTIFIED 


SWIFTLY, THE PRODUCT'S 
STRENGTHS ARE ANALYSED 
BY HIGHLY-PAID EXPERTS 
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Ajaslrad, Commodore Specniiim Giselle 19 
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Why Mastertronic 
have bothered to 
release this 
m&jiocm race 

game when you 
can buy Digital Integration's 
excellent Speed King for the 
same price, I don't know. The 
only good thing about Formula 
One Simulator is Rob Hubbard's 
version of Hard Times on the title 
screen. The graphics are simple 
and Ineffective , and the game 
itself is tiresome and undemand- 
ing. 

you complete a lap then your game 
is terminated. Crashing isn't a 
problem, since no matter how 
many times you destroy your car it 
is always replaced, although this 
does cost t ime. 


Ash ‘i I must admit to not 
V-- w being a fan of rac- 
■fini mm ing games. 

although f have 
occasionally been 
known to indulge in Pitstop II. 
Unfortunately, formula One is a 
somewhat old and tired game, 
the tracks bear little 
resemblance to toose on which 
theyarebased, and the cars took 
like mutated spaceships. 
Although the game doesn't 
stand up to much, it’s not that 
bad Its saving grace is the excel- 
lent sound trade If you've never 
played a racing game and want 
to experiment, then Formula One 
may prove an interesting chal- 
lenge. 
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Hookability 60% 

Straightforward gameplay with a 
clear objective. 


Instability 49% 

I t 's too easy to tin i$h i he cou rses 
and con seq uenfly t he game palis 
once you've done so, 
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SCORE : 002140 


000 ™ 


SPEED 


Presentation 73% 

Nice demo mode and eight 
tracks lo choose from. 


Graphics 42% 

Simple scenery and cars. 

Sound 82 % 

Very pleasant Rob Hubbard 
tune, but dull FX. 


Value For Money 59% 

Cheap, but there is a better race 
game in the same range. 


Overall 54% 

An average racing game — 
at others before you buy. 
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Y our Mission, budding 
pilots, is to successfully 
take off In a jet fighter- 
bomber, climb to a suitable 
altitude, and then fly at cruising 
speed to a specified destination. " 
The game starts with the Mis- 
sion Alert signal, and then 
switches to a selection of hstmc- 


■ ■ On seeing this 

^ gems for the first 
time f didn't know 
whether so iaugh 
or cry, ft’s era — 
absolutely abysm#!, i just had to 
play ft again to see if what t had 
seen was real Unfortunately, it 
was. It's the sort of game which 
brings bile to the back ot your 
throat, and at the price t advise 
you to steer wet! clear. 


Oh dear, this game 
is so appalling l 
wonder why 
Alpha/Omega 


bother to release if. 
The graphics are crude and 
biocky and the crash routine is 
so bad tt made me laugh out 
loud. This game doesn't deserve 
the tape on which it is produced, 
and is more suited to fife in the 
depth of a very wet pit rather 
than space On a cassette rack, 


tidns and menus. Here you must 
select a target and suitable 
weaponry, it is also possible to 
have a detailed lecture on the 
cockpit dials and switches. 

Once you are actually in the 
Cockpit the velocity must be 
brought up to at least 120 knots — 
then, with the wheels up. you can 


JET STRIKE MISSION 


Alpha Omega, £4.95 cass, joystick with keys 


NECROMANCER 

Americana, £2.99 cass, joystick only 


A s Chief Druid your life is not 
an easy one, Not only have 
you been assigned to 
defeat the evil Necromancer, but 
your powers have to overcome his 
marauding hoards of meanies. 
This, being such a hard task, can- 
not be completed in one fair 
swoop — no, the eventual 
destruction of Necromancer is 
achieved in three stages. 


love and happiness, so he sends 
out in his army of Neanderthal 
men, ail with the sole intention of 
bashing your trees back from 
whence they came. The Druid 
decides that this really isn't very 
nice behaviour, and so wreaks his 
revenge by way of the Wisp, who 
can now fly about the forest 
knocking the army into the middle 
of next week, 


ACT ONE 


ACT TWO 


The Druid stands in ihe middle of 
an open plain from where he 
launches his Wisp, a cheerful little 
creature who flits about the play- 
ing area under his control. With the 
Wisp our dear Druid can plaru 
seeds which grow into fine glitter- 
ing trees. But the evil Necro- 
mancer hares to see all this peace, 


This section of the game is set in 
the vaults, where the trees are cal- 
led to do some work. They can be 
sprung into life by directing the 
Wisp to their roots, and from there 
on it's a case of 'pick up your roots 
and walk 1 . From here the Druid has 
to crush eight spider larvae by 


planting a tree in one of the vaults 
The tree's roots break throuah the 


This game is quite 
I^J fun to begin with, 
W uspeaaliy thwack- 
H ing the cavemen 
who are delightful 
creatures ramoaotna 


The tree's roots break through the 
bricks and crash down onto the 
larvae, thus killing them. To make 
life difficult there are The Hands Of 
Fate who dip themselves into the 


vaults, pulling up a tree in the pro- 
cess, Completion of Act Two is 


who are delightful 
tittle creatures rampaging 
around op the screen. However, 
l didn't find it very addictive and 
a fter playing it for an hour or so it 
became boring. One thing that 
struck me as odd was the fact 
that in Act One the spider attacks 
Only diminish your strength, but 
in Act Two they kill you outright 
Maybe a game mom suited to 
the tree planters at the Forestry 
Commission. 


take to the skies. Failure to reach 
the desired velocity makes the 
plane stall and crash. To avoid 
aerial attack, tacticaJ evasive 
action needs to be employed. 

When reaching an enemy target 
it takes several passes to totally 
destroy it. Once the enemy forces 
have been annihilated you must 
return to base through a network 
of attacks, and then make a safe 
landing at the correct speed and 
heading. 
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tl The Americana 

ep .TJbJ range seems to 

KSfcrfMM consist of nothing 
but old American 
software — some 
o f it good, some of average , and 
a lot of it poor. Necromancer Isn't 
too bad, I suppose, but even so it 
isn't worth the budget price tag, 
ft may weit have been consi- 
dered as something special 
when first released — but now 
, . . welt. I'm not impressed - 


another. So, what our overworked 
achieved by smashing as many 
larvae as possible, and then leav- 
ing via the fifth vault. Now you can 
encounter the Necromancer . . , 


ACT THREE 


in this episode the object is to 
defeat the Necromancer and rid 
the world of all his nastiness. The 
scene shows a graveyard and is, 
predictably, full of graves. It is from 
those wrth headstones that the 
Necromancer emerges. To defeat 
the evil one the Druid has to drive 
him out of his grave by attacking 
him with the Wisp. However, this is 
not as simple as it sounds — as 
soon as the Wisp drives the Necro- 
mancer out of one grave, he infests 
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Presentation 44% 

Adequate in-game instructions, 
but loo many annoying delays. 


Graphics 9% 

Atrocious use of keyboard 
I character graphics. 


Sound 8% 

The programmer doesn't seem 
to k now the mean i ri g of the word . 


Hookabflity 12% 

Holds ihe same morbid fascina- 
tion as a toad accident . . 


testability 8% 

. , . but it's nowhere near as 
pleasant. 


Value For Money 4% 

Grossly overpriced for what u 
offers. 


Overall 4% 

April the first is a long way off. 
CRL, 


little Wisp has to do is evict and 
exterminate the Necromancer 
from ail the graves. Doing this 
completes the game and the forest 
explodes In a rainbow of colours, 
restoring peace and happiness to 
the world. 


V pty This is years Old — 

j y \ w and it shows. The 
J Ml ^ Americana label is 
' 3 ntee idea, but do 

they have to 
release the realty old and crusty 
American games? The graphics 


are awful, the sound ts pretty 
bad, and the game itself is duff. 


bad, and the game itself is duff. 
Take a look at some of the other 
releases in the Americana series, 
most of them are mtles better. 


Presentation 63% 

A cou p le of option $ but Jtttlo else 
worthy of mention, 


Graphics 50% 

Reasonable definition end ani- 
mation all round. 


Sound 3 1 % 

Nothing of any merit. 


HookabllJty 61% 

Initially pleasant . . . 


Instability 38% 

. . . bui interest soon wanes. 


Value For Money 44% 

Not a great deal of long term fun 
to be had here. 


Overall 40% 

if planting your seed js your 
'thing' then you might enjoy this 
aged American 'classic'. 
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Please send me Sweatshirts 

Size S/M/L 

I enclose acbeoue/FQ for r 

1 ■ * ■ " ' P a y a ble to Newaffeld Ltd 

Name * . t . _ 

Address i+t ® 

""""•■•••"■pz::::::; I 

Postcode g| 

Send your orders to: * * . ... . . y 

B0X 10 ' I 

«m. — 9 


Get your own Eidolon T-Shirt or Sweatshirt! Coo! black 
cotton with the ZZA Pi 64 log eon the front end a large four 
co lour Eidolon motif on the bade, 

T-Shirts £5 (incL) Sweatshirts £10 (me!,) 

Send off now — don’t forget to state your sfee. 






When play commences the puz- 
zle area is empty. Moving the joys- 
tick right brings a spinning cursor 
out of the box in the top left hand 
comer of the screen. Moving the 
cursor back into the box and pres- 
sing fire shunts the puzzle squares 
into view. The squares then have 
to be moved to the bottom of the 
screen to avoid congestion at the 
top. 
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P% emember the slide puzzles 
IrC th , at you used to play around 
I ■with when you were a kid? 
Ybu know, the ones whore you 
have to shunt around squares to 
form a picture. Well now tNs breed 
of puzzle has appeared again, but 
this time it has changed, growing 
more vicious and devious In its old 
age. This metamorphosis is cour- 
tesy of DomarK in the form of their 
latest arcade puzzle game. Split 
Personalities. 

The object of the game is a sim- 
ple one. Played on a 5 x 5 grid you 
must slide twenty squares within a 
puzzle to their connect positions to 
create a picture of a famous 'per- 
sonal it/. Well , it"s not that easy — 
if It was it wouldn’t be much of a 
game, would It? No. The puzzle 
must be completed within a set 
time, displayed as a diminishing 
bar at the bottom of the screen, 
and failure to do so results in the 
loss of a life. 


I realty enjoy playing this and I 
especially tike the humour which 
comes across nicely, it's a sort of 
arcade puzzle where nifty finger- 
work and a swtff train of thought 
are the key to completing a 
screen. One great point is that 
the game constantly keeps you 
on your toes, from me very 
beginning when a bomb is unav - 
okiahiy shunted onto the screen , 

, fo the very end when your time 
bar is ticking away to just a few 
, pixels and you stilt have five 
pieces to shuffle about — nail- 
biting stuff indeed! The graphics 
' am really good with all the 

characters nicely portrayed, and 
the sound is happily jaunty, befit- 
ting the game. A great game this, 
original and witty end one which 
> Commodore people ought to J 
own, 




iolon - 
iSiitm 





The walls of the puzzle normally 
stop the pieces from sliding off, 
but in the middle of three of the 
four walls there are doors which 
open and close. If a puzzle piece is 
slid into a wall when the portal is 
open then it whizzes straight 
through end has to be bought back 
into the play area from the bo* 
again. The wall also harbours 
another hazard — electric buffers 
which push a piece back from 
whence it came. These buffers 
appear randomly and create 
havoc on higher levels. 

Occasionally bombs are pushed 
into the playing area when bringing 
another puzzle piece into view. 
When one is shunted onto the 
screen its fuse ignites and you only 
have five seconds to shove it oh 
screen through an open door, tf the 
fuse burns down and the bomb 


detonates, then one of your three 
lives is lost. Bombs aren't the only 
things which appear on the screen 
— other objects also get pushed 
out of the box and these Include 
pistols, taps, diamonds, fuel, 
matches, bullets, hammers, Ice 
cream, and cups of coffee. All of 
these object have a purpose in the 
game, and if the correct items are 
pushed into one another they both 
disappear and a point bonus is 
awarded. For example, a primed 
bomb can be extinguished by 
shunting It into a tap for a 5000 
point bonus. 

Pushing a pistol and bullet 
together multiplies your score by 
two, and pushing two diamonds 
together increases your time limit 


At last Domark seem to have hit 
the big one with Split Per- 
sonalities — it proves that they 
don If need att the hype and silty 
cos fumes to promote a product 1 
ffft "sagoodone. What they have 
hem is an extremely addictive 
and onginai game. The charac- 
ters that I've seen (only 4 at the 
moment} were ait easily recog- 
nisable, and very wet I drawn in 
miniature at the side of the 
screen. The music is excellent, 
but there just isn't enough of it — 
as soon as you get into the beat 
of one jingle it finishes! Split Per- 
sonalities had me hooked for 
ages— you'd be stupid not to 
see it 


by a minute. A fuel and a match 
together is trouble — the resulting 
explosion takes another life. Other 


There are very few arcade puz- 
zles on the 64 — Zenji, Rock 'iV 
Bolt andGonfuzion are the only 
decent ones which spring to . 
mind — soft's nice to see a new 
one appear, especially when it's 
as good as this l IVs aft very com- 
petent — highly original and 
playabie (although f still prefer 
the ageingZe nj i ;— and although 
it has a somewhat limited 
appeal, it deserves to do well. 


objects — often associated with 
the character you're trying to piece 
together — also appear. For exam- 
ple, Russian and American flags, 
and stinger on a button and a mus- 
hroom cfoud pop out on the Presi- 
dent Regan screen, and can be 
pushed together for more points, 
tf the wrong objects are pushed 
together then they both disappear 
and no score is given. 


When you complete a level the 
computer adds up the bonuses 
scored and converts any time 
remaining into points. You can then 
start on the next character — and 
there are quite a number of them 
. . . Ronnie, Maggie, Sir Clive 
Sinclair, Alan Sugar. Charles and 
Di, and Andy and Fergie all make 
an appearance Later levels fea- 
ture more bom bs, and pieces start 
to ricochet off each another: 


Good instructions and suitable 
options. 

GrwMcs 12% 

Excellent stuff. The characters 
are ati well drawn and the puzzle 
pieces whizz about smoothly, 

Sound f|% 

A couple of neat ktHe David Whit- 
taker ditties tourbi® away, and the 
sound effects are graai 

Hooka blltty *4% 

Once you start playing you'H 
went to see who comes next. 

Lunrtabiltty 92% 

Plenty of hazards on the high 
lewis to contuse and confound 
for quite some time. 


Not overly expensive, and ft's 
original, tunny, playabie and very 
addictive. 


rail 93% 

Quite simply one of the bast 
arcade puzzles on the Commo- 
dore 
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O ver the past few years the 
Free Democratic Wbrld has. 
been attacked many times 
by hostile galactic terrors, A group 
of scientists analysed the attacks, 
and came to the conclusion that in 
the not too distant future art attack 
wil I be mou nted on Earth by a force 
too powerful for our scattered 
defences to stop. The only way to 
beat off this attack would be if the 
countries of world were to unite 
their defence systems. So the sci- 
entists devised a plan — 
codename: Mission AD. 

The plan required finance and 
cooperation from every single 
country for it to be put into effect. 
But unfortunately the Head of 
State of Silesia, General 
Offisrokka, thought that the plan 
was a capitalist trick to bring down 
to his country. So, he immediately 
drew up his own plans to stop the 
mission , , , 

The location of the bunker was 
discovered by his secret agents, 
and assassins were d ispatched to 
dispose of the scientists and 
destroy the bunker before the plan 
could be finalised. All was not lost, 
though , . . the General forgot 
about you, Rik G'Shey — ace 
marksman and assassin of assas- 
sins, Your mission is to track down 
and kin the terrorists before they 
can complete their grisly task. 

The bunker is a large building 
sub-divided into eight areas; night- 


This is a rather 
mediocre chase 
game cum shoot 
em up which is 
only enhanced by 
stunning graphics and an excep- 
tional soundtrack. The atmos- 
phere generated is first ctass, 
and actualty makes the game 
enpyabte to pfay — although it 
does prove quite boring after a 
white since ft is a littie on the 
repetitive side. On the whole Mis- 
sion AD is a slick program which 
doesn Tf quite justify the price tag 
due to a Sack of variety. 


Af first the 
graphics are 
interesting and the 
tune adds a sense 
of urgency to com- 
pleting the mission. Unfortu- 
nately the graphics become 
repetitive after a few games, and 
the tune is one of those you turn 
off on loading the game — it 
replaces the rather simplistic 
sound effects when enabled. 
Having shot many robot guards 
and assassins in /wo or three 
games it begins to pail r and soon 
ft becomes very tedious. 


elapsed. A picture of an assassin 
is also displayed for identification 
purposes. 

To make matters worse the 
bunker's automatic robot guar- 
dians have been alerted by the pre- 
sence of the assassins, may can- 
not distinguish between you and 
the enemy, so they shoot first and 
don't bother asking any questions 
later. Their shots aren't fatal, but 
whittle away your life force — 
shown at the bottom of the screen 
in the form of a bar which 
diminishes to a fatal zero as more 
and more shots are pumped into 
you. 

Robot guardians aren't the only 
thrngs that inhabit the complex, 
though — there are al so your allies 
which sprint around the place try- 
ing to avoid the shots of the assas- 
sins. Accidentally shooting an ally 
results in the loss of points 

Once the mission has been 
completed you are given a scone 
bonus, affected by the time 
remaining and the number of allies 
killed. A completion bonus is also 
awarded, The General then sends 
a better group of assassins to 
destroy the bunker, and naturally 
you're elected to seek and destroy 
them, Unfortunately the group is 
bigger in number, and being better 
trained they are more efficient . , , 


/ found this shoot 
em up addictive, 
challenging end 
very, very enjoy- 
able to piay 
indeed. OK so the gameplay is a 
bit repetitive — bui isn't that the 
case with most shoot em ups ? 
The graphics am first class ( the 
use of colour is exceptional), and 
the totally brilliant soundtrack is 
spot on, adding atmosphere and 
freneticism to the game, t think 
M ission AD is brilliant, 


CLUB, FIREWORKS, GREENHOUSE, 
CATHEDRAL, DOCKLAND, U8RARV, 

oerce, and statue park. Each area 
can only be accessed by using the 
bunker teleport system, 

When the game starts you are 
toid how many assassins have bro- 
ken into the complex, and are 
given a time limit in which to kill 
them all. If this limit is exceeded 
then one of Rik’s three lives are 
lost. 

Pressing the fire button beams 
Rik into the game via one of the 
many teleport nodes scattered 
throughout the complex, and as 
soon as he materialises the action 
starts. Entering a teleport flicks to 
a map screen, and pushing the 
joystick up or down flicks through 
the various sections of the com- 
plex, changing the teleport entry 


point. Also evident on the map are 
flashing dots which represent the 
location of the assassins within the 
bunker, Vbu are represented by a 
steady white dot. 

The main display area shows 
two floors of the complex and a 
little of the surrounding area to the 
left and right. The screens fEick 
from one to the next as you rush 
through the various areas m search 
of your quarry. To move up or down 
a level you must step into one of 
the grey lifts and push the joystick 
in the relevant direction. At the bot- 
tom of the screen there is a minia- 
ture map of the complex for refer- 
ence, and a bar to show the time 


Presentation 90% 

Plenty of options and great in- 
gamp presentation. 

Graphics 96% 

Stunning backdrops and sprites 
wi!h plenty of colour. 

Sound 98% 

Brilliant film style soundtrack 
creates an excellent atmos- 
phere. 

Hookabifity 89% 

Like most shoot em ups, easy 
enough io get into. 

instability 78% 

The gameplay gels a bit 
monotonous, but if you like it that 
way then you will probably perse- 
vere. 

Value For Money 7S% 

Overpriced for what it offers . 

Overall 80% 

* ■ .but if th&thotsght of terminat- 
ing criminals appeals then you 
may well find Ft compelling. 





Hat, Hat it's where it's at, it's trendier than a cat. Hat . 


H B U HI I " g i i fa ll ******* ■■■■By 





, 0 -W 


sgftys 

SB &* 


■ 








. / 




\ 


/ 


-rs 


SM ■ %» 


.3^ 


\ 


•u. 


I V 


A 


V 


Wd 0 v 




^i2S! 


' e, y *s also 


S6355SO 




SSaesssssastf^-"^ 

Pi e e ^°^^^' op,i, ‘ , ' boyt ”’ SM« S«e 5D« 

Form In cptw* Pf* 5 * 7ZA pi T-shirt(s| at £ 4 - 50 ® a *' K 

O Please send me 77fcP1 s wea tshirtlsl at £8^95 e 

□ please send me «? p , at £3.95 each. 

□ please send me Bj ^ deT ( s ) a t £4.50 each. 

□ Please send me * * ■ ■ ■ 

Name - * , 

Address -*■ " ‘ - 

_ ►»»**' 1 •*“ ' 

Postcode -■***■*’*■ * ' ' . Aor 

".t made payable to 'SAP 
l enclose £ * - - ■ *■ . on \» t please. 

Cheques or postal ord moLOW. 

COMPLETE ZIAPI OFFER . PO BOX 10. Ul 
SHROPSHIRE SY8 1DB 







WING COMMANDER 


Mastertronic, £1,99 cass, joystick with keys 


bokus j 




a velocity of over 200 ft/sec. pul- 
ling back on the joystick then 
a Nows you to take off. Having done 


\ A [\f This is matty a poor 

Jk f ^ n ‘ s ACE, a very 

» ml t poor man's at that t 
I jJim ft's a sort of flight 
simulator, But 
more of a game than an emula- 
tion of flying since the aeroplane 
doesn't behave like a real one. 
The graphics are very poor and 
tha sound is o f the same quality. 
If you're after an action packed 
flight simulation game then save 
up some more pennies and go 
for AGE, it’s a lot better. 


a view of the instruments. Using a 
joystick you control the movement 
of the jet, and by using the 
keyboard the dashboard is oper- 
ated. 

Before taking off you must reach 
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Y ou are a pilot of the latest 
jet fighter plane, and your 
mission is to protect the 
island on which you are based. 
Enemy bombers are flying towards 
the island, what will be their 
target? The Power Station? The 
Airbase? Who knows? 

The game is a simulation t set- 
ting you in the hot seat of a jet 
fighter. When loaded you have the 
opportunity to change the skill 
levels, from novice to pilot to ace. 


^ M £ I found Wing Com- 
man rier very unde- 
, mending, the 
■fl game seemed 
unwitting to let me 
do combat As a Simula tion i sup- 
pose it's reasonable, butoveraili 
am not enthused by this game. 
After playing it for about half an 
hour I'm bored of it and probably 
won f took at it again. 


j Oangermouse Is 
back, on the 
■QVjK Sparklers label this 

m t ^ rne ’ and 1 ask 

myself if It was 
realty worth it. This is pretty 
lousy. The sound is reasonable 
but is let down by the graphics 
which consist of onty one colour 
per character The gamepi&y 
isn r too hot either, f managed to 
easily complete the first two sec- 
tions of the game — although the 
third part is quite difficult. Maybe 
not the best chores for the har- 
dened arcade player, but one 
more suited to smaller children 
who want an easy game to play. 


nasty must be shot. Once DM 
has travelled a sufficient number 
of miles the scenario switches to 
the Jungle caper, In which DM has 
to jump over two crocodile 
infested swamps. Thankfully they 
don't kill him but serve as a bounc- 
ing platform which enables DM to 
scamper across the swamps. Fail- 
ing to bounce on the crocodiles 
correctly results in DM taking a 
quick plunge into the murky wat- 
ers. 

In the next stage of the jungle 
caper DM has to cross a clearing 
whilst trying to avoid a Pu ma . Luc- 
kily, there is a tree provided on 
which our hero can climb to safety. 

The third, and final section of the 
game is set in Greenback’s head- 


From here on you are alone. You 
can either sft on the runway all day, 
or fly off into the sunset perform ing 
intricate acrobatics. 

The screen display Is spirt bet- 
ween a view out of the cockpit and 




parts, the main section being a 
horizontal picture of the aero-car 
on the left of the screen, with the 
nasties flying in from the right. 
They can easily be disposed of by 
firing musical notes, which don't 
actually destroy them but set them 
off In another direction. The other 
section of the screen shows a ver- 
tical view of the action and which 


vi 'Vf | 77Ts must ht 
J*- aimed at youngei 

m Jt% 1 generation o 
f ImL J Commodore own- 
ers (the undei 
tens). The game is pretty simple 
with only three tasks to complete 
before you start on the first one. 
again. The graphics vary 
throughout, from pretty poor on 
the first two screens to quite 
good on the final encounter. 
Sound is poor and suits the 
game. Even at two quid it doesn't 
offer much — buy it for your kid 
brother , 


^^knee more your favourite 
■ Rodent has beep enlisted 
^^to save the world. But 
who's trying to conquer it? Only 
his arch rival and general all round 
nasty. Baron Greenback, the 
infamous Toad. This time the devi- 
ous swine has made an android 
impression of our hero, and with it 
he intends to dominate the world 
(shock! gasp! horror!}. Your mis- 
sion, along with the bungling Pen- 
fold, a coward of a Hamster if ever 
there was, Is to Infiltrate Green- 
back’s base to stop the meanles 
from carrying out their dastardly 
deed. This can only be done by 
switching off their android Danger 


Mouse before it is electrically 
induced Into life. 

The world saving mission con- 
sists of three parts. The first stage 
sets DM and the hapless Penfold 
in their trusty aero-car, blasting 
Greenback’s troops of nasties as 
they attempt to prevent him pro- 
ceeding to the Baron’s headquar- 
ters. The screen is split into several 


DANGER MOUSE IN DOUBLE TROUBLE 

Creative Sparks (Sparklers), £2.99 cass, joystick only 












that, pull up the undercarriage, 
and you're off! 

A map can be accessed, show- 
ing the whole o# the island and the 
locations which must be protected 
from your enemies. After battling it 
out with the incoming bandits Ws 
time to refuel and return home, the 
pride and joy of the island. Hoorah! 


Present At Jon 78% 

Very good instructions and on- 
screen presentation. 

Graphics 46 % 

Simplistic and lacking m detail. 

Sound 27% 

Unimaginative spot FX, 

Hook ability 44% 

The comprehensive instructions 
make the game easy enough to get 
into . . . 

Instability 30% 

- . but there's noi enough variety 
to enthral. 

Value For Money 36% 

There arebetter games in the Mas- 
tertrgnic range. 


Overall 32% 

An unmspmng and unoriginal flight 
sum u lati on cum shoot em up. 



quarters where the real DM has to 
prevent the completion of the 
android DM by turning all the elec- 
trical switches purple, thus deac- 
tivating the mechanical monstros- 
ity. This is made increasingly 
difficult by the intrusion of Green- 
back's slimy hand which Is desp- 
erately trying to switch the android 
on. So, DM, it’s up to you to save 
the world again. Oh, and by the 
way — you've only got six minutes 


Presentation 54% 

Nothing special. 

Graphics 42% 

Simple sprites and backdrops — 
no great shakes. 

Sound 39% 

Poor title screen music and 
below average spol FX, 

Hookability 32% 

Easy enough to get into, but noi 
very interesting. 

La stability 28% 

Simple and tiresome, 

Value For Money 34% 

One for the very young (or 
senile?). 

Overall 30% 

Just f i ke the cartoon — only lasts 
for five minutes. 






E ric the space delivery man is 
in a bit of a fix. last week he 
spilt some scalding hot tea 
over his box and although the gaf- 
fer seemed to take it quite well at 
the time Eric now finds himself 
given some very nasty jobs to 
carry out. And nastiest of all Eric 
been told that next is a supply job 
on the planet Eriban, a near hollow 
ball packed with all number of 
dangerous things, Eric hops in his 
rig and after a quick break in 
Greasy Joe’s Vegan Cafe arrives at 
Eriban to find that the inhabitants 
have gone on holiday leaving the 
automatic defence systems on, 
Eric realises that it'd be more than 
his job's worth to go back to the 


What a hornd 
game, why 

Firebird sent us a 
review copy HI 
never know. It's a 
blast from the past that really 
should have stayed there, and if 
you see it on a software shelf I 
advise you to let it stay there. 
Sven at the Et Cheapo end of 

Firebird’s product range. 

Caverns of Eriban presents lousy 
value for money. Just keep away 
from Caverns because I doubt 
you'll like what you find there. 


Presentation 43% 

Nothing to impress. 

Graphics 32% 

The caverns wobble as you !run 
die about and on (he whole the 
graphics are bland and uninspir- 
ing. 

Sound 68% 

A version of Jupiler Irom Holst's 
planet suite pr all ins along but 
spol eifecis are weak 

HookAbifity 24% 

Once you see what a mammoth 
task is ahead . . . 

LAstAbifity 22% 

Ydij won't want to pi ay if again 

Now fit were anything like good 
it might be different 

Value For Money 30% 

Cheap, but not cheap enough, 

Overall 25% 

Caverns of Enban? We wish if 
would go and gel lost I here. 


CAVERNS OF ERIBAN 


Firebird, £1*99 cass, joystick only 


boss with his task unfinished and 
with a wife plus six kids to support. 
So with severe flak pouring out of 
the antl-invadan^: zip guns Eric 
steels himself to distribute various 
goods throughout Eriban. 

There five crates of cargo to 
deliver each to be picked up from 
the planet's surface and then taken 
to their repsective delivery places 
within the planet. Guiding the 
space lorry in ye olde traditional 
left, right, up and down manner, 
Eric's rig sits plonk dead centre of 
the screen while Eriban scrolls 
about him. The first thing to look 




I didn't enjoy play- 
ing this game in the 
slightest, and it left 
me cold That is, 
untu i set hre to it. 
Seriously though, Caverns of Eri- 
ban is not the sort of game I 
would recommend to anyone, 
even Alex Winton, 


out for is everything, touch with 
even the smallest pixel of rock, bul- 
let, or any kind of object causes 
the lorry to explode into sparkling 
fragments. The only places that 
can be touched are the Sanding 
pads on the cargo dispensers and 
the depots in the planet, every- 
thing else is deadly. There are even 
robots that home in on Eric's ship 
so It's lucky that he equipped his 
truck with a handy-dandy 
blastmotron gun. kills (99% of all 
known droids dead). 

Once ail the goods are deli- 
vered, not an easy job at all, then 
E ric can ni p home for a cup of Bov- 
ril but till then it's fun, fun, fun as he 
has to avoid death being dealt 
from near infinite portals. 
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Oan Y ira misted by the sick 
graphics and sound — and 'er- 
neath this pixel abortion is a bril- 
liant platform game just scream- 
ing to be fet out . ffs true to say 
that the graphics and sound are 
totally appalling — just took at 
that screen shot and laugh! The 
game itself won t have you laugh- 
tog though, it had me screaming J 
and yetting in frustration, and i 
reckon the author of the game is , 
a descendant o f the Marquis de 
Sade. The screens are deviously H 
thought out and most of them ' 
require a tot of perseverance 
before they can be completed. 


What t realty liked was the fact 
that you coutd start on any 
number of screens, making it 
nice and varied to ptay Every- 
thing is played at one hall of a 
speed, and although most of the 
screens have a pattern, spin sec- 
ond reflexes are needed to actu- 
ally complete them. As for addle- 
tiveness — this game really has ft 
— it had me glued to the Com- 
modore when I should have been 
doing reviews , its a brilliant 
game which definitely shouldn't 
be missed. 


N ow you all know the legend 
of Hercules . . r Mo? Ah — 
we^l then . . * Are we sitting 
comfortably? Then I'll begin. Qnce 
upon a time there was this guy cal- 
led Hercules. One day he killed his 
wife and kids in a fft of mad rage, 
so overcome by grief and remorse 
he consulted the Oracle at Delphi 
to ask how he should earn his for- 
giveness. He was told to go and 
serve King Eurystheus for twelve 
years, performing all the tasks 
commanded of him. If Hercules 
survived he would become immor- 
tal and take his place among the 
Gods on ftrtount Olympus. 


Hercules, the game, contains 
fifty platform screens and from 
these, eleven of the twelve quests 
are randomly selected (only when 
Hercules has completed ail eleven 
tasks can he attempt the twelfth). 
Each quest is set on a platform 
screen wh ich is usually infested by 
various nasties. But don't think the 
platforms are there to help you — 
no, if you stand on them for too 
long they may burst into flames, or 
simply fade away leaving Hercules 
a Kentucky fried Hero or a free fal- 
ling clod. 

Mot ail the platforms are that 
bad „ though — some of them actu- 


ally help you, There you are, falling 
from some great height when — 
KA2AM! a platform appears and 
breaks your fall. Occasionally lurk- 
ing amongst these seif combust- 
ing platforms are some helpful 
ropes which you can climb, 
although hitting the top of the rope 
causes Hercules to fall. 

On each screen there Is a target 
to reach. This takes the shape of 
an animal or object pertaining to 
the task, such as a Hon or a hydra. 
Completing the screen transforms 
the beast Into a door which leads 
to the ne*t task. 


Believe it or not Hercules is a 
great game. The action is fast 
and furious — in fact I don't think 
there’s a more frenetic and addic- 
tive platform game available. It 
looks abysmal [ and the sound is 
even worse. But the game itself 
is brilliant Hove it. if it was 
female. I’d marry ft. 


Alpha/Omega {CRL), £4.95 Cass, joystick only 


PLnVCI) 2 
000000 


HI ' SCORE 
00 1 000 
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Presentation 79% 

Nralt lifle screen, but high score 
table can be saved for posterity, 
and the random accessing of 
'tasks’ is a neat idea. 

Graphics 21 % 

The b4 should have been on the 
prll to prevent (he graphics from 
being conceived, 

I Sound 20% 

Does to iho ears what the 
graphics do to the eyes. 

Hookabrllty 76% 

Almost too frustrating to be 
worthwhile, . . 

La stability 94% 

. . . but perseverance reaps its 
own reward. 

Value For Money 96% 

Less than a liver for 50 action 
packed screens. 

Overall 92% 

Don't judge a book by its cover 
— beneath the awful exterior lies 
a superb platform grime, 
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